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$3.50 #109 


Customized character classes 
Mercenaries from A to # 


MARVEL*-Phile index 


THE POWER GAME 


This is the age of the Superpowers. Third World countries are 
divided up between them like so many pawns in a giant game, 
where armed force and economic strength make the rules. Now 
you can join in the ultimage power game with SUPERPOWER, 
the world affair ard game from Games Workshop The world 
is yours for the ‘ere a — = 


ae 
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Available from all good games stores or direct from: Games Workshop 
Mail Order, Chewton Street, Hilltop, Eastwood, Notts., or Games Work- 
shop U.S., 9110F Red Branch Road, Columbia, MD21045, U.S.A. 


Olemasters 


THE CLASSIC FRP SYSTEM 
FROM IRON CROWN ENTERPRISES, INC. 


ROLEMASTER™, a complete Fantasy Role Playing 
system in one box, is the most detailed, consistent and flex- 
ible set of FRP guidelines available. 

The ROLEMASTER™ box set includes: 

e SPELL LAW™-— A complete magic system with over 2000 
spells for 15 character classes utilizing 3 realms of power. 

e ARMS LAW & CLAW LAW™— A 
system with all the elements of realistic armed 
and unarmed combat including weapons, 
armor, animals and critical strikes. 

¢ CHARACTER LAW & CAMPAIGN 
LAW™— A comprehensive character 
generation system along with reference 
material invaluable to Gamemasters. 


¢ A free LOREMASTER™ module. 


Part of the ROLEMASTER™ system, but sold separately is 
CREATURES & TREASURES™, which details 3 key 
areas of FRP: creatures, treasures, and random encounters 
with both. 

ROLEMASTER” use it wholly or in part. It stands alone 


or adds depth to your current system. 


Distributed to the hobby trade by GAMES 
WORKSHOP in the U.K., JEDKO GAMES in 
Australia, BLACKWOOD GAYLE in New 
Zealand, TARGET GAMES AB. in Sweden, 
CITADEL in West Germany, PACIFIC ENTER- 
PRISE ITALIA in Italy, and POST HOBBY CO. 
LTD. in Japan. 


IRON CROWN ENTERPRISES / P.O. BOX 1605 / CHARLOTTESVILLE, VA 22902 
In the U.S. add $1.25 postage and handling per order, in CANADA add U.S. $2.50; 
send check or money order, no cash or COD. 


PLEASE RUSH ME 
OO SPELL LAW 
OF ARMS LAW & CLAW LAW 
UO CHARACTER & 
CAMPAIGN LAW 
0 ROLEMASTER BOX 
(includes all of the above) 


DOUCREATURES & TREASURES .. 
Send U.S. $1.00 for color catalog. VISA and MASTERCARD orders call (804) 977-3792. 
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GEN CON® 19 Preregistration Booklet — center 24 pages 
AGENT 138 and the Invisible Empire — Poster by Jeff Butler 
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Design your own adventurers for D&D® game play 
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COVER 


“Attack of the Taer” is Daniel Horne’s way of saying hello, and our way of welcoming 
him to the roster of DRAGON Magazine cover artists. It seems as though this brave 
fighter has made his saving throw against stench, but his real problems may be just 
beginning. 


Info overload 


Dear DRAGON, 

I have noticed a sudden change in the AD&D 
game. Rules have been added to and molded, 
book covers and artists have changed dramati- 
cally, novels are appearing, modules are coming 
out with greater force and frequency, and your 
articles are hard to keep up with. With all this 
rush of new material, and the added confusion of 
many good new games coming out, I am finding 
it very difficult to keep up on the rules and addi- 
tions. I think that this is affecting my play, and I 
feel swamped. Why the changes, and am I alone 
in these feelings? 

Jim Robinson 
Sam Jose, Calif. 


I'm sure you're not alone, Jim, but I don't 
think the changes you perceive are anything to 
get really worked up about. One of the strong 
points of a good role-playing game such as the 
AD&D® game is that it can be as simple or as 
complex as you choose to make it. We put out 
support material because there's a demand for it, 
but you aren't required to own every accessory 
product in order to play the game. 

Don't be dismayed by the abundance of game 
and game-related material; instead, consider it an 
opportunity for you to pick and choose, so you 
can tailor your game the way you want it. — KM 


House organ? 


Dear Editor, 

I write with one small point: if DRAGON 
Magazine is a “Monthly adventure role-playing 
aid,” why do “TSR Previews” and “TSR Pro- 
files” rate their own departments? If the maga- 
zine is a house organ, call it a house organ; 
otherwise treat TSR’s advertising like everyone 
else’s advertising! (Of course, the vast preponder- 
ance of DRAGON articles are TSR-oriented 
anyway, so it’s really a house organ no matter 
what you do... .) 

Rudolph von Abele Jr. 
Washington, D.C. 


It’s not good form to answer a question with a 
question, but I have to do it this time: What does 
listing “Previews” and “Profiles” as departments 
have to do with the magazine being (or not being) 
a “Monthly adventure role-playing aid"? How 
does this define DRAGON® Magazine as a house 
organ, considering that the departments list also 
includes several other regular features that have 
nothing to do with TSR? I’m not really sure what 
Rudolph is getting at, especially since his argu- 
ment seems to circle back on itself at the end of 
his letter. 

If you think this magazine is a house organ, 
nothing I can say is going to change your mind. 
But some of you might be honestly wondering. 
So, just for grins, let’s look up “house organ” in 
the dictionary. The term is defined as “a publica- 
tion typically in magazine format issued periodi- 


tally by a business concern to further its interest 

among employees and sales personnel or among 

agents and customers.” The key words, of course, 
are “to further its interest.” 

If DRAGON Magazine was a house organ, it 
would not contain advertising for any non-TSR 
products; it would not include articles on the 
SPACE OPERA™ and TRAVELLER® games, 
for instance, both of which are featured in this 
issue; it would not use articles such as “A differ- 
ent design” (issue #108), which does TSR no 
good whatsoever; and it probably wouldn’t have 
features such as Snarfquest, Wormy, the conven- 
tion calendar, and the World Gamers Guide, to 
name a few. 

I'm sorry if Pve belabored the point, or if I’ve 
sounded defensive. Maybe I simply should have 
said this: If DRAGON magazine really was a 
house organ, do you think my boss would ever 
have let me publish this letter? — KM 


Open question 


Dear Editor, 

In issue #106, the article about enchanted 
doors was very interesting and useful, but it 
doesn’t say anything about how to open the 
Dread Portal safely or without destroying it. 
Could you give me some advice? 

Christian Lainesse 
Arthabaska, Que. 


The description says that “anyone touching the 
door directly” is affected by the imprisoned 
wraith — but you don’t have to touch a door to 
open it. Is that enough of a hint, or do I have to 
knock you over the head? — KM 


Plans change 


Dear DRAGON, 

In your answer to Mark Baxter (Letters, #106), 
you stated “... he (Gary Gygax) has no plans at 
present to preview these classes through articles 
in the magazine.” In “From the Sorceror’s 
Scroll” in issue #65, Mr. Gygax said he would try 
to get these classes in the magazine before they 
get into a book, including putting two in one 
article. 

What caused this discrepancy? Did the Kindly 
Editor forget about that article after three and a 
half years? 

Brett Hansen 
Pittsburgh, Pa. 


The two words in black type on top of this 
letter say it all. Time marches on, and intentions 
sometimes march off in a different direction than 
they were originally headed. I'll make two sug- 
gestions: First, don‘t hold us to any intentions we 
expressed in a magazine three and a half years 
ago. Second, whenever you see the words “we 
will do this,” read in the invisible phrase “.. 
unless something happens to change that in the 
meantime.” — KM 


In the middle 
of everything 


Both of the special attractions in this 
issue are out of the ordinary, and I think 
you'll need to know a little more about 
each of them to fully appreciate them. So, 
here goes. 


Some of you have been politely pester- 
ing us to publish posters, and now we're 
taking our second step in that direction. 
Bound into this issue, around the GEN 
CON® Convention preregistration book- 
let, is your oversized introduction to 
AGENT 13™ and the Invisible Empire, 
the first book in a new series of adventure 
novels from TSR. This dynamic painting 
by Jeff Butler is a minor variation on the 
cover art for the book, which will be in 
stores sometime this summer. 

Agent 13, also known as The Midnight 
Avenger, is the creation of authors Flint 
Dille and David Marconi. His purpose in 
life is to foil the schemes of the Brother- 
hood, a sinister organization that kid- 
napped him as a child and trained him in 
the arts of power. When he learned of 
their evil aims, Agent 13 (the name the 
Brotherhood gave him) escaped from the 
organization. Now, in 1937, as the threat 
of World War II is becoming more real, he 
has begun to wage a one-man war against 
the Brotherhood and its plans for world 
domination. 

If you think that sounds like good mate- 
rial for a TOP SECRET® game, well .. . 
we thought of it first. We’re planning to 
publish some game materials (character 
and weapon descriptions, maybe a sce- 
nario or two) in magazine form within a 
few months, trying to link AGENT 13 
and the TOP SECRET system, and the 
game department may follow that up with 
some accessories later. 


And what's so special about the conven- 
tion booklet? We do it every year, and 
every year a few people grumble about 
having to pay for something they can’t 
use. Well, first of all, the booklet is not 
part of the magazine’s regular 104 pages, 
so if it’s useless to you then the worst you 
can say is that you got what you paid for. 

Second, the booklet is invaluable to the 
thousands of people who want to partici- 
pate in the convention. And, obviously, 
the magazine is the best vehicle we have 
for getting the information to a lot of 
people efficiently. 

If you can’t use the information, I’m 
genuinely sorry. Then again, if all of you 
came, we'd probably have to rent Upper 
Michigan for the weekend... . 


ne 
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The World Gamers Guide 


If you live outside the continental 
United States and Canada, you can be 
included in the World Gamers Guide by 
sending your name and full address, plus 
your gaming preferences, to World 
Gamers Guide, DRAGON® Magazine, 
P.O. Box 110, Lake Geneva WI 53147 
USA. 

Abbreviations in parentheses after a 
name indicate games in which that per- 
son is especially interested: 

AD = AD&D® game; DD = D&D® 
game; CC = CALL OF CTHULHU® 


game; GW = GAMMA WORLD® 
game; SF = STAR FRONTIERS® 
game; ST = STAR TREK®: The Role- 
Playing Game; MSH = MARVEL 
SUPER HEROES™ game; TS = TOP 
SECRET® game; T = TRAVELLER® 
game; RQ= RUNEQUEST® game; 
VV = VILLAINS & VIGILANTES™, 
The World Gamers Guide is intended 
for the benefit of gamers who live outside 
the continental United States and Can- 
ada, in areas where nearby gamers are 
small in number or nonexistent, as a 


way for them to contact other game- 
players who would be interested in cor- 
responding about the activities that they 
enjoy. Unfortunately, we cannot extend 
this service to persons who live in remote 
areas of the U.S. or Canada, or to US. 
military personnel with APO or FPO 
addresses. Each eligible name and ad- 
dress that we receive will be published in 
three consecutive issues of DRAGON® 
Magazine; to be listed for more than 
three issues, you must send in another 
postcard or letter. 


Daniel Folatelli (DD,AD) 
Casilla de Correo 181 
6600 Mercedes 

Provincia Buenos Aires 
Argentina 


Matthew Cults (AD,DD,SF) 
49 Grange St. 
Christchurch 2 
New Zealand 


Robert Ashwin (AD) 
16 Hovea St. 
Blackwood 5051 
Adelaide, S.A. 
Australia 


Steven McKeown (DD,SF) 
21 Beach Street 
Whakatane 

New Zealand 


David Mar (AD) 
P.O. Box 65 
Fairfield 2165 
NSW Australia 


Peter Kirk (DD) 

43 Pioneer Highway 
Longburn, Palmerston North 
New Zealand 


Michael Belcher (DD,T,TS) 
Flat 9, 101 Talford St. 
Rockhampton, Queensland 
4700 Australia 


Mikkel Skipper (AD) 
Heimdalsvej 28 
4300 Holbaek 
Denmark 


Sami Koskinen (CC,RQ) 
Vuoritie 22 

24800 Virrat 

Finland 


Sven Stephens (AD,GW,SF) 
Karlsro Gard 

302 35 Halmstad 

Sweden 


Jonathan Cary (AD,DD) 
Carrera 1la #113-14 
Apt. 501 

Bogota, Colombia 


Wolfgang Wettach (AD,DD) 
Oesterbergstr. 2 
7400 Tuebingen 
West Germany 


Frederick Tomas (AD,GW,SF) 
18 Kalaw Hill 

Tandang Sora Ave. 

QC Philippines 


Greg Duncan 

8 Beltana Place 
R.A.A.F. base Darwin 
Northern Territory 5790 
Australia 


Matti Salmi 
Hakapellonkatu 5 
SF-20540, Turku 54 
Finland 


Jason Beech (AD) 
19 Anakiwa Street 
Palmerston North 
New Zealand 


Tomoki Oonish 

1481 Usikubo-tiyo 
Kouhoku-ku, Yokohama-si, 
Kanagawa-ken, 223 


Japan 


David J. Mathies (AD,SF) 
Apartado Postal #25 

Santa Tecla, El Salvador 
Central America 


William Vernon (AD,CC,TS) 
Avenida Sojo, Residencias 
El Escorial, Urbanizacion 

EI Rosal, Caracas 1060, 
Venezuela 


Shane Huang I 
P.O. Box 36-158 
Taipei, Taiwan 
R.O.C. 


Markus Teltscher (AD,SF) 
Hainkopfstr. 20 
6233 Kelkheim-Eppenhain 
West Germany 


DRAGON® Magazine (ISSN 0279-6848) is published monthly by TSR, Inc. The mailing address for all material except subscription or 


Haris Firoz (DD,AD) 
No. 1 Jalan Benar 
86000 Kluang, 
Johore, 

West Malaysia 


Russel Davidoff (AD) 
110 Greenlands Cres. 
Sunningdale 
Johannesburg 2192 
South Africa 


Sequoia Hall (AD,GW,SF) 
P.O. Box 3263 
Agana, Guam 96910 


Margot Aflague (AD,TS,T) 
Box 24384 
GMF, Guam 96921 


Masayuki Kitano (AD,DD,GW) 
190-28 Yakuoji 
Tawaramoto-Cho 

Shiki-Gun, 636-03 Nara 


Japan 
Matthew Strickler (AD,DD,TS) 
Impasse de Mon Idee 3 


1226 Thonex 
Switzerland 


Kazuo Hikoyoshi (DD) 
3-13-8-607  Kaminoge 
Setagaya-ku 

Tokyo 158 


Japan 
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Come play with us. 1 
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New Supplements for Call of Cthulhu (Cthulhu Game — 2301-X $19.95) 
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The minions of great, dread Cthulhu have 
spread their influence into two new 
realms — they dare you investigate. They 
haunt your past! They haunt your dreams! 
They know what you fear. Come play 
with them. 


Available at Hobby & Game Stores Everywhere 
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Dragon § 


I agree with the guest editorial by Frank Ment- 
zer, in POLYHEDRON™ issue #26, about the 
negative publicity the D&D® game has received 
from the media (60 Minutes, Today Show, 
Newsweek, etc.). As Frank Mentzcr says, “We 
encourage you to get the facts yourself, and do 
your own thinking. We think that all this 
noise will die down if the cold light of reason and 
Truth shines upon it.” It is time we get some facts 
together! 

I am a D&D player and a pediatric psychia- 
trist. It’s my hunch that the D&D game and other 
role-playing games are not only fun, but they 
offer a way to develop new knowledge and skills, 
and to make good friends. For most, game- 
playing is a positive experience. With your help, 
I would like to gather facts about D&D gaming, 
facts that go beyond the “opinions” which every- 
one seems to have plenty of! Please take half an 
hour and write up (in as much detail as you can) 
an exciting adventure you have had playing the 
D&D game and send it to me. The story should 
describe the game from beginning to end, espe- 
cially your own experience. With a number of 
such stories, we can get beyond “opinions.” By 
the way, this is strictly voluntary, and you don’t 
need to sign your name. Just write down your 
age. 

So please — take half an hour and help do 
some real research to shed light, and hopefully 
understanding, on D&D gaming! 

Dr. John F. McDermott 
1356 Lusitana Street 
Honolulu HI 96813 


In DRAGON® issue #107, page 95, Daniel 
Myers expressed his dissatisfaction with the new 
AD&D® game rules, especially Unearthed Ar- 
cana. Daniel summed up his feelings with his 
statement: “Aside from Oriental Adventures, all 
the new rules seem to be bound to Mr. Gygax’s 
own Greyhawk campaign.” 

Certainly, pieces of the WORLD OF 
GREYHAWK™ Fantasy Setting pop up in official 
AD&D rules with frequency. This is not a new 
trend, though. When I learned how to play the 
D&D game (around 1976), the first supplement 
to those three, flimsy, paperback rule pamphlets 
was titled “Greyhawk” and the second was titled 
“Blackmoor." A quick glance at the magical spell 
lists in the Player’s Handbook will reveal names 
such as Tenser, Leomund, Bigby, and Mor- 
denkainen (all, I believe, from Mr. Gygax’s 
campaign). And now, in Unearthed Arcana, we 
have a dozen or so new magic items labeled with 
names of personages from Greyhawk (Boccob, 
Murlynd, Celestian, and Zagyg). 

Yes, on page 20 of Unearthed Arcana, the 
barbarian homelands are given for Greyhawk. 
But, don’t forget the very next paragraph that 
begins, “Using the above as examples, the DM 
can tailor his barbarians to fit his campaign.” Yes, 
the name of valley elves is derived from the Valley 
of the Mage in Greyhawk, but the description 
continues with “. . . valley elves are equally at 
home in any similarly far-removed section of the 
world free of other elvish influences.” 

The point I want to make is: What’s in a 
name? If a DM objects to having “Tenser’s 
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Transformation” in his campaign, he can simply 
rename the spell. Boccob never was nor will be in 
my campaign, so the Ring of Boccob became the 
Ring of Heimdall. It seems that using people and 
places from the Greyhawk campaign in official 
AD&D publications simply helps illustrate the 
meaning or spirit of the rules. 

There is one point on which I agree with Mr. 
Myers. The social class and birth system found 
on pages 82-83 of Unearthed Arcana is “of little 
value” in an official AD&D rule publication. In 
my campaign, such a system is useless. However, 
one bad apple didn’t ruin the whole barrel. 

My advice to those who are offended by the 
flavor of Greyhawk found throughout the official 
AD&D tules is to tailor the rules to fit your 
campaign, altering or omitting as you see fit. The 
tules aren’t meant to be force-fed to your cam- 
paign. If you can’t use it, don’t buy it. But don’t 
let a name get in the way. 

Glen Sitton 
Austin, Tex. 


While I was rolling up a magic-user character 
for the AD&D game, I ran upon a rule that 
seems illogical to me, the “Maximum Number of 
Spells/Level” rule on page 10 of the Players 
Handbook. 1 had never encountered any prob- 
lems with this before, because the previous 
magic-users I had played all had relatively high 
intelligence scores and never had any problems. 
This character, however, has an intelligence of 12 
(I rolled him up the “old-fashioned” way, not one 
of the new methods presented in the Dungeon 
Masters Guide) and is approaching sixth level. 
He already has seven spells of both Ist and 2nd 
levels in his books, and has found another. So, I 
was forced to give some serious thought to the 
maximum number of spells rule. 

The rule seems illogical, both at first and after 
a more careful examination. The limitation is not 
on the number of spells that a character can 
memorize at once, but it is instead on the number 
of spells that he can keep in his books. That 
doesn’t seem right. 

A character’s intelligence is a measure of his 
overall mental processes, including mental capac- 
ity, reasoning power, and ability to cope with new 
circumstances (see DRAGON issue #107). Intelli- 
gence is not a measure of a character’s writing 
ability (although a character with a low intelli- 
gence would have difficulty writing well), as this 
tule seems to imply. It seems to me that the 
“Maximum Number of Spells/Level” should be 
the maximum number of spells that a character 
can memorize at one time within a spell level. 
Allow me to explain further. 

A character’s intelligence should certainly effect 
his powers of memory. A more intelligent charac- 
ter should be able to memorize more spells than a 
less intelligent character. This principle comes 
through in the rules in the “Wisdom Spell Bo- 
nus” rule, whereby a cleric gains bonus spells for 
having a high wisdom. Just because a magic-user 
can’t memorize ten spells at once doesn’t mean 
he can’t have ten spells in his books, selecting at 
the beginning of a day which spells he wants to 
memorize. After all, a person who is not of 
exceptional intellect can still own a library. 


I am definitely in favor of a limit on the num- 
ber of spells that a high-level magic-user can 
carry around in his head at once. I am also in 
favor of applying a little common sense to the 
subject. From my point of view, the rule should 
be changed to read “. . . According to the charac- 
ter’s intelligence, this maximum number which 
the magic-user can possibly know at one time 
varies from six to an unlimited number.” Then, 
to determine the number of spells that a magic- 
user can know, consult the “Spells Usable by 
Class and Level — Magic-Users” table on page 
26 of the Players Handbook. If the chart on page 
26 states that the number of spells that the char- 
acter can memorize of any given level is less than 
or equal to the maximum number, then every- 
thing is OK. If not, the character can only mem- 
orize up to his maximum number, no matter how 
many spells the chart says are usable by a charac- 
ter of his level. 

I do not think that this makes magic-users of 
high levels unduly powerful (at least not any 
more so than they already are), because of the 
“Chance to Know Each Listed Spell” rule. This 
tule states that if a magic-user wishes to learn 
(place in his spell books) any given spell, he must 
first roll equal to or less than his percentage 
chance. If he doesn’t make the roll, then he can 
never know that spell. Not only does this limit the 
number of spells that a character will have in his 
books (returning to the example of my character, 
he will only make his percentage roll enough to 
know an average of 10 spells per level of spell 
levels 2-6), it is perfectly logical, considering that 
real people “get” certain subjects better than 
others (consider the student, like myself, who has 
difficulty remembering dates). 

There should be a limit on the number of spells 
that a character can memorize, based on_intelli- 
gence. This limit should not extend to an arbitary 
cut-off on the number of spells that he can have 
in his books. 

Gordon Hull 
Murfreesboro, Tenn. 


I would like to give, and perhaps receive, some 
advice in relation to “The Way We Really Play,” 
by Tom Armstrong (page 38, DRAGON issue 
#106). I have now been refereeing for two years, 
an expert in the opinion of a true beginner, yet I 
still consider myself a beginner. I have played 
through what Mr. Armstrong refers to as Stage 1, 
the “Monty Haul” campaign. I have also played 
through Stage 2, the stage where the referee 
discovers what he has done, and attempts to turn 
himself around and stick to The Books. I am now 
sitting in Stage 3, the so-called “normal” stage. 
It is here where my agreement with Mr. Arm- 
strong’s very accurate account of the development 
of a DM stops short. He gives one particular 
piece of advice that is the offender: work with 
your players. There is a very big problem with 
this advice. My players don’t want to be worked 
with. Now either I’m unlucky, and most other 
DMs in the world have nice, sweet, cooperative 
characters, or Mr. Armstrong is lucky, and most 
players generally tend to be slightly uncoopera- 
tive. I would guess the latter. The reason for this 
is that not many players also referee, and even 
fewer of the ones that do are at the same stage the 
DM is. It is for this reason that players very 
rarely understand the DM’s motives in any 
actions taken. 

I have had players get downright flippant and 
angry when I have laid down new and perfectly 
sensible rules. They simply didn’t understand 
them or why I thought they were necessary. In 
addition to simply misunderstanding a DM’s 
motives, most players, if you manage to let the 

(Turn to page 97) 
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Customized classes 


How to put together one-of-a-kind characters 
by Paul Montgomery Crabaugh 


In the Good Old Days, the days of the 
original three books of the DUNGEONS & 
DRAGONS® game, the number of variants 
on the rules was roughly equal to X, where 
X was the number of players of the game. 

Alas, we all get older and more conserva- 
tive, and with the publication of the more 
detailed, more structured D&D® Basic Set, 
variant rules tended to become one with 
history. 

There’s no reason why that has to be so. 
The D&D game, by virtue of its inherent 
simplicity, is an excellent platform for ex- 
perimental rules — such as these, for allow- 
ing a player to design his own character 
class. 

The basic concept is to build up a charac- 
ter class capability by capability, increasing 
the experience-point costs to rise in levels to 
match what the character is capable of 
doing. It is strongly but not insistently 
recommended that if one player uses this 
variant, all do. Strange things could happen 
if someone ran, say, a regular cleric among 
a party of customized characters. 

Also, please note that no progression is 
provided for customized classes beyond 11th 
level. If you want to work out the tables for 
yourself, don’t let me stop you — I stopped 
there because in the campaigns I’ve played 
in, I’ve yet to have a character get as high 
as 11th level; anything above that seemed a 
waste of effort. 


One table at a time 

First, consult Table 1. This gives the base 
experience point cost to attain each of the 
11 levels beyond 1st. You will note that the 
numbers are small — but they won't stay 
that way for long. 

What happens is that each capability you 
choose for your class will increase the base 
EP cost by some percent. By adding all the 
percentage costs together and multiplying 
them by the base EPs, you find the actual 
EP cost for your class to rise in levels. 

For example, consult Table 2 (which is 
next anyway). This gives the possible hit 
dice your character can have per level, as 
well as the hit points gained per level after 
the hit dice “top out.” If all the hit points 
you wanted were a d3 per level, and no hit 
points at all after topping out, there would 
be no percentage cost increase in the base 
EPs per level and, assuming your character 
could do nothing else, either, he/she would 
progress to 2nd level at 400 EP, 3rd at 800, 
and so forth. (But how you would earn any 
experience points at all with such a charac- 
ter is beyond me.) 


8 May 1986 


However, if you wanted a d4 per level, 
and 1/2 hit point per level after topping out, 
the cost would be +25% for each level, so 
level 2 would be attained at 500 EP (125% 
x 400), level 3 at 1000 (125% x 800), and 
so forth — if the character had no other 
abilities at all. 

You can mix the hit dice as well — that 
is, for example, have a d6 for each of the 
first three levels and a d4 after that. In that 
case, the EP cost for the first three levels 
would be calculated at the d6 rate (+ 50%), 
but when the character is at 4th level or 
higher, only the d4 rate would be paid 
( + 25%). Then, if you want to gain 3 hit 
points per level after topping out, the cost 
goes up to +200% for every level after the 
one at which the character tops out. 

Table 3 gives the level at which the hit 
dice top out and the character class begins 
receiving hit points instead of additional hit 
dice. For example, for no percentage cost at 
all, a character will roll hit dice at the first 
eight levels, then receive hit points at level 9 
and up. 

Table 4 gives the armor usable by the 
character. As with hit dice, this could be 
mixed — e.g., a character might be re- 
stricted to leather armor for the first five 
levels, but be able to wear any armor after 
that. 

Table 5 gives the weapons usable by the 
character. As with hit dice, the abilities can 
be different at different levels. 

Table 6 gives the cost for a class to possess 
the special abilities of one of the demi- 
human races. The character class would 
then be most likely of that race or a related 
race (someone constructing a gnome char- 
acter class, for example, might well choose 
the dwarven abilities). 

Table 7 gives the magic items usable by a 
character. Each category of item has a cost 
associated with it. Note that in the case of 
weapons and armor, the ability to use a 
magical version of an item does not imply 
the ability to use that type of item to begin 
with; a character with the ability to use 
magic weapons, for example, cannot use a 
magic sword unless he/she has the ability to 
use a non-magic sword, too. 

Next, the saving throw table used by the 
class is chosen from Table 8. This choice is 
made only once; it may not change as the 
character advances in levels. Once a dwarf, 
always a dwarf. Note again, however, that 
using the “Dwarf’ table does not necessar- 
ily mean that a character is a dwarf, just 
that he saves as one. 

Table 9 gives the percentage cost to im- 


bue a character class with the abilities asso- 
ciated with the various specialists who nor- 
mally have to be hired. The specialties may 
commence at a level other than 1, in which 
case the cost is not paid until that level is 
reached. 

Table 10 gives the number of levels 
needed to advance one column on the hit 
table (for example, as written, magic-users 
need 5 levels to advance one column, clerics 
4, and so forth). As with saving throws, this 
cost is chosen only once, starting at level 1. 

If a class is to use magic, the spell pro- 
gression must be bought. There are seven 
possible spell progression tables, numbered 
I through VI plus Vla, a more powerful 
version of VI. The costs given are for 
classes using clerical spells; for magical 
spells, add +100% to the cost. (For exam- 
ple, Table I magic-user spell capability costs 
+150% per level.) Once a progression table 
has been bought, it may not be exchanged 
for a different one at a higher level; how- 
ever, the use of spells (and payment for 
same) may commence at any level, like 
thieving abilities. A class may use both 
magical and clerical spells by paying both 
costs, so that Table I progression in both 
categories costs +200%. 


Other attributes 

Each of the special thieving abilities 
(Open Locks, Remove Traps, Pick Pockets, 
Move Silently, Climb Sheer Surfaces, Hide 
in Shadows, Hear Noise, and Backstab) 
may be purchased at a cost of +10% (or all 
together for +80%). These skills may start 
at a level other than 1; for example, a class 
might have no thieving abilities at all until 
4th level, in which case the characters of 
that class would receive Ist-level thieving 
abilities at 4th level, 2nd at 5th, and so on; 
the cost for the abilities would not be ap- 
plied until the character was at 4th level, 
moving to 5th level. 

A class may possess the ability to turn or 
dispel undead creatures as a cleric does. 
This ability costs +50%, and may com- 
mence at a level other than 1, in which case 
it is treated like a thieving ability starting at 
a higher level. 

Although not normally available to 
player-character races, the following talents 
and conditions may be allowed by the ref- 
eree at his or her lordly whim: 

Flying: Cost is a base +20%, plus 5% 
per each 2" of movement rate desired. 

Swimming: Includes breathing underwa- 
ter; cost is a base +10%, plus 5% per each 
1" of movement rate desired. 
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Regeneration: Repair/regenerate one 
point of damage per turn, like a troll, unless 


injured by fire. Cost is +100%. 


Infravision: 60’ infravision costs +20%. 
Shapechange: This is not lycanthropy. 
The character may freely change between 
his normal form and that of any other spe- 
cific, predetermined land-based mammal, 
taking one melee round to make the transi- 

tion. The animal form never goes up in 


levels, but has the hit points and other 


TABLE 1: BASE EXPERIENCE PTS. 


Current Points needed Next 
level to attain... level 

400 2 

2 800 3 

3 1600 4 

4 3200 5 

5 6400 6 

6 12800 7 

7 25000 8 

8 50000 9 

9 75000 10 

10 100000 11 

11 125000 12 

TABLE 2: HIT DICE 

Hit dice Hit points Cost 
d3 0 + 0% 
d4 1/2 +25% 
d6 1 +50% 
d8 2 + 100% 
dlo 3 + 200% 


TABLE 3: TOPPING OUT 


Level Cost 
8 + 0% 
9 + 10% 
10 +20% 
11 +30% 
12 +40% 


TABLE 4: ARMOR 


Type Cost 

one +0% 
Shield + 10% 
Leather +20% 
Any without shield +40% 
All +50% 
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characteristics given in the monster list. The 
cost for shapechanging is +50% per hit die 
of the animal form the character is able to 


change into. 


Going on from here 


The system as described here has a lot of 


versatility, and can be used to create an 


uncountable number of different character 


classes or character types. But it can be 


played with even more: abilities and charac- 


TABLE 5: WEAPONS 


Type Cost 
one +0 % 
Axes +10% 
Bows +15 % 
Catapults +5 % 
Daggers +5 % 
Swords +15 % 
Pole Weapons (pole arm, 
lance, 
javelin, 
spear) 
+10% 
Impact Weapons (mace, 
club, 
hammer) 
+ 5% 
Staves +5% 
Slings +5% 
Any weapon +75 % 
TABLE 6: RACIAL ABILITIES 
Race Cost 
Halfling + 10% 
Dwarf +20% 
Elf +30 % 
TABLE 7: MAGIC ITEMS 
Type Cost 
Weasene + 10% 
Armor + 5% 
Potions/ Rings + 15% 
Misc. Magic + 10% 
Wands/Staves/Rods + 15% 
Protection Scrolls + 5% 
Other Scrolls + 10% 


TABLE 8: SAVING 


Save as 

Cleric 

Dwarf/ Halfling 
Elf 

Fighter 

Magic User 
Thief 

Normal Man 


THROWS 


Cost 
+ 15% 
+40% 
+30% 
+25% 

+ 5% 
+ 10% 

+ 0% 


teristics can be added or dropped on a level- 


by-level basis at the whim of the player 
(assuming, of course, the consent of the 


DM). You might want to give your charac- 
ter spell-casting ability only at every third 
level, thieving abilities at every fourth level, 
and the ability to turn undead at 10th level 
only (just to see what it’s like). Every char- 
acter in a game can, quite literally, be in a 
class by himself — just like each one of us is 


in the world we occupy. 


TABLE 9: SPECIALTIES 


Specialty 
Alchemist 
Armorer 

Animal Trainer 
Engineer 

Sage 

SPY 
Seaman/Rower 
Seaman/ Sailor 
Seaman/ Captain 
Seaman/ Navigator 


TABLE 10: HIT PROGRESSION 


Progression 
Normal Man 
5 levels 

4 levels 

3 levels 

2 levels 


MAGIC TABLES 


I: Cost + 50% 


Lvl 1 
1 1 
2 2 
3 3 
4 4 
5 5 
6 6 
7 vf 
8 8 
9 9 

10 10 
11 11 


III: Cost + 90% 


Lvl 1 2 
1 1 - 
2 2 - 
3 2 1 
4 2 2 
5 2 2 
6 2 2 
7 3 3 
8 4 3 
9 4 4 

10 5 4 
11 6 5 


Cost 
+50% 
+20% 
+30% 
+50% 
+100% 
+40% 

+5 % 
+10% 
+50% 
+40% 


Cost 
+0% 
+10% 
+30% 
+50% 

+ 100% 


Table II: Cost + 70% 


Lvl 1 
1 1 
2 2 
3 2 
4 2 
5 3 
6 3 
7 4 
8 4 
9 5 

10 5 
11 7 
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IV: Cost + 110% EXAMPLES 


Lvl 1 2 3 4 The first seven examples (A-G) more or less recreate the standard classes. The remaining 
1 1 - - - five classes (H-L) are brand new. 
2 2 - - - 
3 2 1 - - A: CLERIC C: MAGIC-USER 
4 2 2 - - 
5 2 2) 1 - Cost Ability/characteristic Cost Ability/characteristic 
6 2 2 2 - 100 = Base cost 100 Base cost 
7 3 2 2: 1 60 = Hit dice: d6 to LY, + 1 after 35/60 Hit dice: d4 to L9, + 1 after 
8 3 3 2 2 50 Armor: any 0 Armor: none 
9 4 3 3 2 20 Weapons: catapult, impact, 5 Weapons: dagger 
10 4 3 3 3 staves, slings 0 Racial abilities: none 
11 5 4 3 3 0 Racial abilities: none 65 Magic: any except armor 
65 Magic: any but protection 5 Saves: as magic-user 
15 Saves: as cleric 0 Specialties: none 
V: Cost + 130% 0 Specialties: none 5 Hit Table Progression: 5 levels 
30 Hit Table Progression: 4 levels 250 Spells: magical table VI at Ll 
Lvl 1 2 3 4 5 150 = Spells: clerical table VI at LI 0 Thieving Abilities: none 
1 1 _ m = = 50 Turn Undead: at Ll 
ee a 0 Thieving Abilities: none TOTAL COST: 460% at levels 1-9, 
3 2 1 — = - 485% at levels 10 + 
4 2 2 - - - TOTAL COST: 540% at all levels 
5 2 2 1 - - Current Points needed Next 
6 2 2 2 = = Current Points needed Next level to attain... level 
Z 3 2 2 1 - level to attain... level 1 1840 2 
8 3 3 2 2 = 1 2160 2 2 3680 3 
9 3 3 3 2 1 2 4320 3 3 7360 4 
10 3 3 3 3 2 3 8690 4 4 14720 5 
11 4 4 3 3 3 4 17280 5 5 29440 6 
5 34560 6 6 58880 7 
6 69120 Z 7 115000 8 
VI: Cost + 150% 7 135000 8 8 230000 9 
8 220000 9 9 345000 10 
Lvl 1 2 3 4 5 6 9 405000 10 10 485000 11 
HD ee SS 10 540000 11 ia 606250 12 
gh aa tee ee ee 11 675000 12 
3 2 1 - — - - 
4 2 2 - - = - D: THIEF 
5 2 pi 1 - - - B: FIGHTER 
6 2: 2 2 - = = Cost Ability/characteristic 
7 3 2 2 1 — - Cost Ability/characteristic 100 Base cost 
8 3 3 2 2 - - 100 ‘Base cost 35/110 Hit dice: d4 to L9, + 2 after 
9 3 3 3 2 1 - 110 ~— Hit dice: d8 to L9, + 2 after 20 Armor: leather 
10 3 3 3 3 2: - 50 Armor: any 60 Weapons: any except pole 
11 4 3 3 3 2 1 75 Weapons: any arms, staves 
0 Racial abilities: none 0 Racial abilities: none 
30 Magic: weapons, armor, 30. Magic: weapons, armor, 
Via: Cost + 175% potions/rings potions/rings 
25 Saves: as fighter 10 Saves: as thief 
Lvl 1 2 3 4 5 6 0 Specialties: none 0 Specialties: none 
1 2 = = = = = 50 Hit Table Progression: 3 levels 30 Hit Table Progression: 4 levels 
2 2 1 - - - - 0 Spells: none 0 Spells: none 
3 2 2 = = - - 0 Thieving Abilities: none 80 Thieving Abilities: all at Ll 
4 2 2 1 - - - 
5 2 2 2 - - - TOTAL COST: 440% at all levels TOTAL COST: 365% at levels 1-9, 
6 3 2 2 1 = - 440% at levels 10 + 
Z 3 3 2 2 - - Current Points needed Next 
8 3 3 3 2 1 - level to attain... level Current Points needed Next 
9 3 3 3 3 2 = 1 1760 2 level to attain... level 
10 4 3 3 3 2 1 2 3520 3 1 1460 2 
11 4 4 3 3 3 2 3 7040 4 2 2920 3 
4 14080 5 3 5840 4 
5 28160 6 4 11680 5 
6 56320 7 5 23360 6 
7 110000 8 6 46720 Z 
8 220000 9 7 91250 8 
9 330000 10 8 182500 9 
10 440000 11 9 273750 10 
11 550000 12 10 440000 11 
11 550000 12 


DRAGON 11 


E: ELF 


Cost Ability/characteristic 
100 Base cost 
60/110 Hit dice: d6 to L9, + 2 after 
50 Armor: any 
75 Weapons: any 
30 = Racial abilities: as elf 
70 Magic: any 
30 Saves: as elf 
0 Specialties: none 
50 Hit Table Progression: 3 levels 
230 Spells: magical table V at Ll 
0 Thieving Abilities: none 


TOTAL COST: 695% at levels 1-9, 
745% at levels 10 + 


Current Points needed Next 
level to attain... level 
1 2780 2 

2 5560 3 

3 11120 4 

4 22240 5 

5 44480 6 

6 88960 7 

7 173750 8 

8 347500 9 

9 521250 10 

10 745000 11 

11 931250 12 

F: DWARF 


Cost Ability/characteristic 
100 Base cost 
110 Hit dice: d8 to LY, +2 after 
50 Armor: any 
60 Weapons: any but pole arms, 
staves 
20 Racial abilities: as dwarf 
30 Magic: weapons, armor, 
potions/rings 
40 Saves: as dwarf 
Specialties: none 
50 Hit Table Progression: 3 levels 
Spells: none 
Thieving Abilities: none 


TOTAL COST: 460% at all levels 


Current Points needed Next 
level to attain... level 

1 1840 2 

2 3680 3 

3 7360 4 

4 14720 5 

5 29440 6 

6 58880 7 

7 115000 8 

8 230000 9 

9 345000 10 

10 460000 11 

11 575000 12 
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G: HALFLING 


Cost Ability/characteristic 
100 Base cost 
50/25 Hit dice: d6 to L8, + 1/2 after 
50 Armor: any 
60 Weapons: all except pole arms, 
staves 
10 Racial abilities: as halfling 
30 Magic: weapons, armor, 
potions/rings 
40 Saves: as halfling 
0 Specialties: none 
50 Hit Table Progression: 3 levels 
0 Spells: none 
0  Thieving Abilities: none 


TOTAL COST: 390% at levels 1-8, 
365% at levels 9 + 


Current Points needed Next 
level to attain... level 
1 1560 2 
2 3120 3 
3 6240 4 
4 12480 5 
5 24960 6 
6 49920 7 
7 97500 8 
8 195000 9 
9 273750 10 
10 365000 11 
11 456250 12 


H: GENERIC ADVENTURER 


Cost Ability/characteristic 
100 ~~ Base cost 
50 Hit dice: d6 to L8, + 1 after 
30 Armor: leather, shield 
35 Weapons: bows, daggers, 
swords 
0 Racial abilities: none 
30 Magic: weapons, armor, 
potions/rings 
10 Saves: as thief 
0 Specialties: none 
30 Hit Table Progression: 4 levels 
0 Spells: none 
0  Thieving Abilities: none 


TOTAL COST: 285% at all levels 


Current Points needed Next 
level to attain... level 

1 1140 2 

2 2280 3 

3 4560 4 

4 9120 5 

5 18240 6 

6 36480 7 

7 71250 8 

8 142500 9 

9 213750 10 

10 285000 11 

11 356250 12 


This represents about the minimum 
ability a character could have and expect to 
survive for very long. It might also be used 
to roll up hirelings. 


I: ORC 


Cost Ability/characteristic 
100 Base cost 
70/120 Hit dice: d6é to L10, +2 after 
50 Armor: any 
30 Weapons: axes, catapults, pole 
arms, impact weapons 
20 Racial abilities: as dwarf 
0/10/15 Magic: weapons at L5, 
armor at L10 
25 Saves: as fighter 
0 Specialties: none 
30 Hit Table Progression: 4 levels 
0 Spells: none 
0  Thieving Abilities: none 


TOTAL COST: 325% at levels 1-4, 
335% at levels 5-9, 
340% at level 10, 
390% at levels 11 + 


Current Points needed Next 
level to attain... level 
1 1300 2 
2 2600 3 
3 5200 4 
4 10400 5 
5 21440 6 
6 42880 7 
7 83750 8 
8 167500 9 
9 251250 10 
10 340000 11 
11 487500 12 

J: VIKING 


Cost Ability/characteristic 
100 Base cost 
100 Hit dice: d8 to L8, + 2 after 
30 Armor: leather, shield 
55 Weapons: all except catapults, 
pole arms, staves 
0 Racial abilities: none 
30/35/45 Magic: weapons, armor, 
potions/rings at L1 
protection scrolls at L6 
other scrolls at L11 
25 Saves: as fighter 
45 Specialties: seaman/rower, 
seaman/ navigator 
50 Hit Table Progression: 3 levels 
0 Spells: none 
0 = Thieving Abilities: none 


TOTAL COST: 425% at levels 1-5 
430% at levels 6-10 
440% at levels 11 + 


Current Points needed Next 
level to attain... level 

1 1700 2 

2 3400 3 

3 6800 4 

4 13600 5 

5 27200 6 

6 55040 7 

7 107500 8 

8 215000 9 

9 322500 10 

10 430000 11 

11 550000 12 


K: FAIRY 


Cost Ability/characteristic 
100 Base cost 
40 Hit dice: d3 to L12 
0 Armor: none 
0 Weapons: none 
30 ~=Racial abilities: as elf; maxi- 
mum encumbrance 10 cn; 
treat as ACO when in flight 
30 Magic: miscellaneous plus 
all scrolls 
30 Saves: as elf 
0/100 Specialties: sage at L10 
0 Hit Table Progression: as 
normal man 
Spells: magical table 3 at L1 
clerical table 2 at L7 
0 Thieving Abilities: none 
60 Optional Ability: flying at 16" 


190/260 


TOTAL COST: 480% at levels 1-6, 
550% at levels 7-9, 
650% at levels 10 + 


Current Points needed Next 
level to attain... level 
1920 2 
2 3840 3 
7680 4 
4 15360 5 
5 30720 6 
6 61440 7 
137500 8 
8 275000 9 
9 412500 10 
10 650000 11 
11 812500 12 


Some class conceptions won't be covered 


by the standard rules, as with 3" tall fairies. 


When this occurs, improvise special Racial 
Abilities to cover the oddities, as has been 
done here. As long as there is a balance 
between special advantages and special 
disadvantages, there’s no need to figure a 
percentage cost for them. 


L: UBERMENSCH 


Cost Ability/characteristic 
100 Base cost 
240 Hit dice: d10 to L12 
50 Armor: any 
75 Weapons: any 
60 Racial abilities: as elf, dwarf, 
and halfling 
70 Magic: any 
40. Saves: as dwarf 
395 Specialties: all 
100 Hit Table Progression: 2 levels 
450 Spells: magical table VIa at L1 
clerical table VlIa at L1 
50 Turn Undead: at L1 
80 Thieving Abilities: all at L1 


TOTAL COST: 1710% at all levels 


Current Points needed Next 
level to attain... level 
1 6840 2 
2 13680 3 
3 27360 4 
4 54720 5 
5 109440 6 
6 218880 7 
7 427500 8 
8 855000 9 
9 1282500 10 
10 1710000 11 
11 2137500 12 


This guy probably wears red-and-blue 
longjohns with a big “S” under his armor. 
This character can do practically everything 
except advance in levels at a reasonable 
rate. 


Editor’s conclusion 

Although this system is designed for use 
with the D&D® game, the principles might 
also be applied to the AD&D® game system 
— not necessarily to design customized 
classes from scratch, but to slightly modify 
existing classes. If a fighter wants to be able 
to pick pockets, tack on a 10% experience- 
point penalty and let him try; if a cleric 
wants to swing a sword, let him do it at the 
cost of having to earn an extra 15% in 
experience points. We’ll be interested to 
hear from you about how this system works 
in practice. 8 


CAREER OPPORTUNITY 


TSR, Inc. is looking at adding a few people to our staff during 
the next six months, The positions would involve areas such as 
editing, developing, art, graphic design, keylining, and 

marketing. WE ARE INTERESTED IN EXPERIENCED POST-COLLEGE 


PROFESSIONALS ONLY! Unless you have 3-5 years of 
appropriate post-college experience, please do not contact 
us about jobs. If you do have appropriate professional 
experience, and can prove it, and are also interested in 
games, please send a resume and cover letter describing 
your background, interests, and salary requirements to: 
Games Director, TSR, Inc., POB 756, Lake Geneva, WI 53147, 
Do not phone, and do not send samples at this time. Resumes 
will not be acknowledged or returned. 


SKYRERLMS Of 


oyUN 


150 years from now 
Humans impose their will and technology upon 
a distant world 
3500 years from now 

Mans rule is ancient history, Earth only a 
shadowy myth. Humans and other intelligent 
races survive using tools and technologies of 
other times and other cultures. Their own in- 
spiring past eagerly awaits discovery beneath 

millenia of war and regrowth, 
3500 years from now is your time on 
Jorune. 


Bee we ae 


SKYREALMS of JORUNE is complete role- 
playing on a compiete world. The boxed 


edition contains four books— everything 
needed for play (besides dice}. Three player 
character races are offered to Jorune adven- 
turers, though the necessary rolls for all 
other races are provided. Our character- 
sheets usher in a new age of playability; all 
percentiles for skills are listed, and are easily 
highlighted. With these sheets, Joruhe’s 
combat system is role-playing, and accu- 
rate, action-packed adventure is the result. 
An amazingly detailed encounters system, 
unique to Jorune, gives referees the founda- 
tions to build palpable Jorune adventures. 
A cultural and survival guide, written by 
sages and high-ranking Jorune officials, is 
included, as is an introductory Jorune cam- 
paign. All books are strikingly illustrated by 
Jorune’s co-designer, Miles Teves. Maps in- 
cluded. Boxed Edition: $25. 


Adorn Your Walls with a full-color Jorune poster: 
$5. Adorn Yourself with a Ramian or Woffen 1 
Shirt (M, L, XL combed cotton): $10. Extra 
bundles of 10 Jorune Character Sheets: $3.50. 
Look for Jorune Supplements and Modules, 
Starting in May 3986! 


For more information, contact your dealer 
or distributor, or write to 
SKYREALMS directly. Mail 
orders: add $1 postage per item 
($1.50 for each boxed edition) 
and please allow 4-6 weeks for 
delivery. 

SKYREALMS PUBLISHING ¢ o, 
PO. Box 5543 © Berkeley, CA 
© 94705 


Leave Your World Behind 


SKYREALMS 
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The barbarian cleric 


No tribe is complete without one of these 


by Thomas M. Kane 


A great fire burned at the meeting 
grounds. As far as the eye could see, the 
silent warriors stood and watched, arrayed 
in war paint, ten thousand strong. Before 
the fire lay an aged man, pierced through 
the heart by an iron blade. His body was 
painted with strange symbols, a serpentine 
tracery of valuable pigments. The old man 
lay motionless and without breath. 

Suddenly his chest heaved; warriors close 
by him gasped and drew back. Slowly the 
old man awoke and stared at something in 
the night sky that no one else could see. He 
lifted a straw doll as the sword hung from 
the unbleeding wound in his ribs. 

“The spirits have favored us!” he 
shouted in a hoarse voice. Pulling the sword 
from his chest, he rose to his full height. 
After heating the clean blade in the fire's 
coals, he touched it to the straw effigy 
which burst into flame. 

“The time has come!” he finished. “We 
attack! We conquer!” The fighters roared, 
the wave of sound filling the night with 
bloodlust. The Sabertooth People were 
going to war. As they left, the tiny straw 
figure scorched and shriveled into gray 
ashes, even as orcish fortresses and towns 
would do only hours hence... . 


Among tribes of primitive people, reli- 
gion is carried out in a different way from 
traditional worship. A primitive tribe’s 
expectations are different from civilized 
ones. Most barbarians do not have any 
basic adoration for a cleric’s divine powers. 
They may fear and hate some deities, while 
loving others’, but religion is used more as a 
way to cajole magical favors from the gods 
than a means of honoring divine beings. 
Barbarian clerics deserve treatment separate 
from more traditional clerics. They are 
mystics and the consorts of spirits, seeking 
their people’s safety and control of the 
world around them. 

Most barbarian tribes have only one 
cleric, who represents every deity worshiped 
by any member of the tribe. Thus, barbar- 
ian clerics serve entire pantheons, and both 
good and evil deities are served by the same 
cleric. For example, in a tribe worshipping 
the American Indian pantheon, the same 
cleric would supervise races for Hastseltsi, 
call on Snake-Man to drive off undead, and 
burn down the huts of those who defy Hast- 
sezini. This makes the position of a barbar- 
ian cleric morally troublesome and 
dangerous,. A tribal cleric must resolve the 
conflicting desires of his deities, or else 
suffer punishment from one god or another. 
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Holy symbols vary from tribe to tribe, 
usually taking the form of body paint, bi- 
zarre jewelry, or even shrunken heads. 

Due to the practical expectations of tribal 
peoples, barbarian clerics must constantly 
display symbols and relics of their power, 
demonstrating that the gods are showing the 
tribe their favor because of the clerics’ 
entreaties. Thus, the clerics earn respect, 
fear, and goodwill from fellow tribesmen. 
Not that primitive clerics are looked down 
upon — most tribesmen hold them in great 
awe. These clerics are usually learned and 
have a chance to use their knowledge on 
matters pertaining to the tribe’s interests. 

Only humans may become barbarian 
clerics. A barbarian cleric must have 
strength and constitution scores of at least 
15, dexterity at least 14, intelligence at least 
10, and wisdom at least 9. Barbarian clerics 
may be of any non-lawful alignment; they 
do not have to share the alignment of any 
particular deity. They do not gain the bar- 
barian fighter’s constitution and dexterity 
bonuses. Only weapons germane to the 
barbarian’s tribe may be employed (typi- 
cally the hand axe, knife, and spear). They 
are not limited to the use of blunt weapons, 
as are other clerics, and prefer to use the 
weapons employed by their gods. Two 
weapons of proficiency are initially gained, 
with an extra one being added every four 
levels. The non-proficiency penalty is — 3. 
Barbarian clerics gain full wisdom bonuses 
for spells. They attack and make saving 
throws on the cleric tables. 

Barbarian clerics suffer no fear of magic. 
Thus, they may use any item available to 
clerics, including any magical weapons with 
which they have proficiency. However, they 
will not violate taboos on magic in the 
presence of other barbarians. Primitive 
clerics see other spell-users as rivals, and 
encourage the shunning of them. 


Special abilities 

Some, but not all, barbarian special 
abilities are available to tribal clerics. A 
primitive cleric gains these barbarian abili- 
ties: hide in natural surroundings, leader- 
ship, survival, outdoor craft, tracking, first 
aid, and, at 8th level, the ability to summon 
a horde. Clerical tribesmen gain no bonuses 
when attempting to surprise opponents. 
However, they are surprised themselves 
only one time in ten. 

The extensive knowledge gained by a 
barbarian cleric allows him to use a sort of 
legend lore power that is not magical (in the 
manner of a bard’s or sage’s knowledge) 


relating to tribal matters. The chance for 
possessing correct knowledge on such a 
topic begins at 50% at 1st level and in- 
creases by 5% per level thereafter. The DM 
should determine what topics would be 
covered by this legend lore ability (local 
terrain, tribal history and customs, old 
legends, etc.). 

Multi-deity worship allows barbarian 
clerics to interchange druid and cleric spells. 
Because of their constant study of mystical 
arts, they may learn cantrips and magic- 
user spells as well. In addition, there are 
certain spells usable only by barbarian 
clerics. (See below for more information.) 

Almost any barbarian tertiary ability may 
be used by a barbarian cleric, if appropriate 
to his tribe. Tribal clerics are also capable of 
using and compounding poison as an assas- 
sin who has made a study of it (page 20, 
DMG). This knowledge is used only in 
extreme situations. Poison is primarily 
made for hunting dangerous game or inhu- 
man monsters. Even an evil character is 
likely to make sparing use of poison, since it 
invites retaliation. 

Finally, this sort of cleric has normal 
abilities to turn undead, but requires a 
noisemaker to perform this function. The 
clerics of some tribes prefer drums, turtle- 
shell rattles, or cooking pots for this. Other 
clerics whirl a piece of thin wood on a long 
piece of gut, making an unearthly noise (a 
bull roarer). Any of these noisemakers must 
be blessed and consecrated (with a cere- 
mony spell) to a good deity before their use. 


Level advancement 

To rise a level, a barbarian cleric must 
prove his worth by defeating a supernatural 
being. This enemy is known as a nemesis 
spirit. When a tribal cleric wishes to rise in 
status (gain a level) and has accumulated 
sufficient experience to do so, he must 
travel alone to the most rugged terrain 
within four days’ journey of his tribe. 
There, he casts a certain spell to enter a 
trance in which the nemesis spirit is forced 
to appear. He then must fight this spirit 
with whatever spells, equipment, weapons, 
or tactics are available, until one or the 
other is “slain.” 

Neither the cleric nor the spirit will actu- 
ally die in this combat. If the cleric is victo- 
rious, the nemesis becomes a sort of familiar 
for him. It will train the cleric in the skills of 
the new experience level, and three times 
thereafter the cleric may demand its service 
with a certain spell. If the nemesis wins, it 
has a choice of actions. It may control the 


cleric, as with the spell magic jar; injure or 
humiliate him; or merely kill him (which is 
rarely done). If the spirit opts for the latter, 
it materializes on the Prime Material Plane 
to seek revenge on the cleric and (afterward) 
the rest of humanity. Though it may not 
necessarily engage in a “fair fight,” the 
enraged spirit won't have an automatic 
chance to slay the cleric (who will not have 
gained his new level). 


Barbarian clerics table 


Spells for barbarian clerics 

Barbarian clerics serve both clerical and 
druidical deities. Thus, they may select 
spells from either category. They also may 
master magical spells (4th level maximum) 
as indicated above. Of course, individual 
alignment and the nature of the tribal reli- 
gion may restrict this. To cast cantrips or 
magic-user spells, a barbarian cleric must 
obtain or create spell books. The tables in 


d10 for 
Experience Experience accum. 
points level hit points Level title Nemesis spirit 
0- 4,500 1 1 Medicine One Manes 
4,501 — 9,000 2 2 Strange One Lemure 
9,001 — 18,000 3 3 Obeah (Voodoo) Shadow mastiff 
18,001 — 36,000 4 4 Air Shaman Ildriss grue 
36,001 — 72,000 5 5 Fire Shaman Harginn grue 
72,001— 144,000 6 6 Earth Shaman Chagrinn grue 
144,001— 288,000 7 1 Water Shaman Varrdig grue 
288,001— 576,000 8 8 Witch Doctor Shadow demon 
576,001— 1,152,000 9 8+4 Arcane Witch Red slaad 
Doctor 
1,152,001— 2,304,000 10 8+8 Savant Witch Blue slaad 
Doctor 
2,304,001— 4,608,000 11 8+12 Wangateur Mezzodaemon 
4,608,001— 8,616,000 12 8+16 Fakir Green slaad 


Each level above 12th requires 1,750,000 xp. Four hit points are gained with each such 


level. A 13th-level cleric must battle a Type V demon, and a 14th-level barbarian cleric must 
duel with the final enemy: a fully armed grey slaad. After this, the cleric need not face neme- 


sis spirits to advance. 


Do Yo 


Unearthed Arcana or the Players Handbook 
may be used for spell selection. Barbarian 
clerics also gain special clerical spells availa- 
ble to no other class. these are described 
below. 


Hunt Nemesis (Conjuration/Summoning/ 
Alteration) 


Level: 1 

Components: V,S,M 
Range: Touch 

Casting Time: 1-4 days 
Duration: Special 
Saving Throw: None 
Area of Effect: Special 


Hunt nemesis must be used in the ritual 
in which a barbarian cleric rises a level. 
This spell forces the nemesis spirit to go to 
the area where the cleric must battle it. 
When the spell is cast, the cleric lies down 
and is encircled by a sanctuary spell; he 
then passes into a trance (treat as feign 
death spell). From the viewpoint of the 
cleric, the apparition of the nemesis and the 
subsequent battle are very real; the fight is 
played out as if a battle were really taking 
place between two face-to-face contestants 
who begin 100’ apart on a flat plain. The 
spell lasts until the battle ends in the 
“death” of a contestant. Any onlookers will 
merely see the entranced cleric (if the sanc- 
tuary spell allows). 
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Voodoo (Evocation) 


Level: 1 

Components: V,S,M 
Range: Infinite 

Casting Time: 1 day 
Duration: Special 

Saving Throw: Neg. 

Area of Effect: One person 


Although this is a 1st-level spell, a bar- 
barian cleric must be at least 3rd level to 
cast it. It is used to enspell a creature from 
afar and, although usually baneful, may be 
used to help the recipient. A victim saves 
vs. spell to avoid the voodoo effects, if so 
desired. If the secondary spell used with 
voodoo may normally be saved against, 
another save may be attempted. To cast the 
spell, an effigy worth at least 500 gp must 
be constructed of the intended recipient. 
Since this effigy must be realistic, the sculp- 
tor must be quite familiar with the subject. 
The effigy must then be pierced with ornate 
pins in a lengthy ritual. Copper pins (3 gp 
each) cause harm and silver pins (1 pp each) 
are used to help the recipient. An oil worth 
10 gp per level of the caster must then be 
applied to the doll and the cleric. The avail- 
able effects of the spell vary with the level of 
the caster. The effects of the voodoo are 
identical to the spell resembled, unless 
otherwise mentioned. 


Voodoo effects 
Caster Pins 
level needed Effect 


B+ 3 curse/bless, scare 

4+ 6 cause/cure light wounds, 
portent * 

7+ 9 cause/cure disease, 
cause/cure paralysis, 
cause/cure_ blindness, 
bestow/remove curse, 
charm person 

9+ 12 cause/cure serious 
wounds 

11+ 13 quest, cause/cure critical 
wounds 

13+ 20 coma * * 


* — The caster is aware of the results. 

** _ The victim must save vs. death 
magic or fall into a coma, taking one 1 hp 
damage per day thereafter. Unless dispel 
magic, exorcise, remove curse, dispel evil, 
limited wish, or wish is used successfully, 
the victim will eventually die without ever 
regaining consciousness. 


Amulet (Abjuration) 


Level: 2 

Components: V,S,M 
Range: 5’ radius 

Casting Time: 6 turns 
Duration: 1 week/level 
Saving Throw: None 
Area of Effect: One object 


This is a useful spell, as it allows the 
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Spells usable by class and level 


Cleric Cleric and 
level druid spells 
1 2 3 4 5 
1 to- = = = 
2 1 = = = = 
3 2 a - - = 
4 2 1 - - - 
5 3 2 - - - 
6 3 3 1 - - 
7 3 3 2 - - 
8 3 3 2 1 - 
9 3 3 3 2 - 
10 4 4 3 2 1 
11 4 4 3 3 2, 
12 5 4 4 3 2 
13 6 5 5 3 2 
14 6 6 6 4 2 


Magic-user spells 
and cantrips 


0 1 2 3 4 
0 = m= = = 
1 = = — _ 
2 = = _ fz 
3 = = an = 
4 _ bes = _ 
4 a _ = = 
4 _ ts = _ 
4 le te oe et 
AD ue = = 
4 2 i? = 
4 3 2 = = 
4 4 2 = ~ 
4 4 2 1 — 


4 4 3 2 1 


Spell-casting ability does not improve beyond that granted at 14th level. 


barbarian cleric to create a minor magical 
item — a token that will repel one feared 
being. The wearer of the amulet gains a + 1 
on all saves and a - 1 bonus to his armor 
class when faced with the individual for 
which the amulet is designed. If the victim 
comes within 10’ of the amulet, he is af- 
fected as if the amulet’s creator had success- 
fully cast cause fear unless a save vs. spell is 
made. To make the amulet, the cleric re- 
quires an object worth no less than 5 gp 
donated by another character, and a relic of 
the individual to be affected (hair, clothing, 
etc.). If the material components are inordi- 
nately valuable or obtained from distant 
locations (farther than 100 miles), the amu- 
let will allow double normal saving and AC 
bonuses. 

When the spell duration expires, the 
amulet becomes forever worthless. This 
spell must be used (along with chattel spirit) 
when creating a sacred bundle (page 12, 
Legends & Lore). 


Death Curse (Alteration/Necromantic) 


Level: 2 

Components: V,S,M 
Range: Caster only 
Casting Time: 1 round 
Duration: Permanent 
Saving Throw: Neg. 
Area of Effect: One being 


This spell is used to avenge the death of 
the caster. The barbarian cleric may name 
an enemy and invent a curse to take effect 
on the foe — if this enemy was the direct 
cause of the caster’s death. If the caster is 
raised from the dead, the curse is broken, 
but otherwise it is everlasting. The curse is 
usually imaginative (and fiendish), but may 
not exceed the power of a bestow curse 
spell. If the caster commits suicide, the spell 
will take effect, but obviously this is not 
commonly done. The material component is 
a necklace made of the teeth of large carni- 
vores. Only one enemy may be held under 
threat of a death curse at a time. 


Chattel Spirit (Summoning/Enchantment) 


Level: 3 

Components: V,S,M 

Range: 0 

Casting Time: 3 turns 

Duration: 2 turns/level 

Saving Throw: None 

Area of Effect: One supernatural being 


Any nemesis spirit that the caster has 
defeated may be summoned with this spell. 
It appears with whatever powers and hit 
points it had when the barbarian cleric 
fought it. It then must serve the caster or 
answer questions (to the best of its ability) 
for the caster. When the spell duration 
expires, the spirit will vanish, even if its 
task is incomplete. Although the spirit may 
complain or attempt to bend the meaning of 
the command, it is bound to carry out the 
orders, even if they could result in the spir- 
it’s demise. Once slain in an assignment, a 
spirit may never be called on again. Only 
three services may be asked of any individ- 
ual nemesis. In casting this spell, 100 gp of 
very rare herbs must be burned as the 
caster performs a chant and dances, gestur- 
ing with a holy symbol. 


Resist Injury (Abjuration/ Alteration) 


Level: 3 

Components: M 

Range: Caster only 
Casting Time: 1 turn 
Duration: 3 rounds/level 
Saving Throw: None 
Area of Effect: Caster 


This spell allows the caster to avoid all 
the effects of damaging wounds. A dagger 
may be thrust through the cleric’s heart 
during the duration, yet he may function 
normally. Only a holy symbol is involved, 
as the casting is a matter of mental prepara- 
tion and emotional state. Two points of 
damage per level may be negated. This 
spell is often used in rituals. 8 
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Fighters for a price 


Why to use mercenaries and how to find ‘em 


by James A. Yates 


“As you see, Phalinus, the only things of 
value which we have at present are our 
arms and our courage. So long as we have 
our arms we fancy that we can make good 
use of our courage; but if we surrender our 
arms we shall lose our lives as well. So do 
not imagine that we are going to surrender 
to you our only valuables. On the contrary, 
with their aid we shall light for what you 
value, too.” 


This excerpt from the memoirs of the 
Athenian soldier of fortune Xenophon 
(known variously as The Ambasis, The 
Persian Expedition, or The March of the 
10,000) sums up very succinctly what mer- 
cenaries are all about. Xenophon’s work 
begins in 401 B.C., with the attempt of the 
Persian prince Cyrus to overthrow his elder 
brother Artaxerxes II]. Cyrus gathered 
together an army of about 50,000 men, 
including some 13,000 Greek mercenaries, 
and met Artaxerxes, with a force nearly 
twice as large, at Cunaxa, near Babylon. 
The Greek mercenaries presented Cyrus 
with a stunning victory, but then he was 
tragically slain during the final stages of the 
battle. 

Cyrus’s Asiatic troops either fled or went 
over to Artaxerxes. The Greek mercenaries 
found themselves stranded over 1,000 miles 
from the nearest friendly stronghold, deep 
within the heart of King Artaxerxes’ em- 
pire, surrounded by the innumerable Per- 
sian host, and torn over what they should 
do next. Phalinus, a Greek in Persian serv- 
ice, brought an offer from Artaxerxes: if the 
mercenaries would surrender their weap- 
ons, the king would see to it that they were 
returned safely home. Many of the merce- 
naries suspected the king’s sincerity, and 
their suspicions were soon proven correct 
when the Greeks’ generals were treacher- 
ously murdered while negotiating with the 
Persians. 

Instead of despairing or throwing them- 
selves upon the king’s mercy, several of the 
mercenaries’ junior officers (notably 
Xenophon) pulled themselves up by the 
straps of their sandals, got the troops orga- 
nized, and proposed that they attempt to 
fight their way to the nearest safe haven, the 
Greek colony of Trapezus on the Black Sea. 
Five months later, 6,000 survivors arrived 
at Trapezus with their heads high. 
Xenophon and his force had triumphed 
against all the obstacles the Persians and 
barbarian hill tribes could place in their 
path. Their example would later inspire 
Philip of Macedon and his son Alexander. 
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The March of the 10,000 was one of the 
greatest exploits in the annals of warfare, 
and Xenophon’s account of their march is 
widely regarded as one of the outstanding 
military writings of any age. Xenophon’s 
work is filled with vivid portraits of the 
Greek mercenaries, their battles, their daily 
life, why they became mercenaries, and, 
more importantly, what they hoped to get 
out of being mercenaries. For his part, 
Xenophon was so broke near the end of the 
march that he was forced to sell his horse. 
Yet, before the entire ordeal was over, he 
became a wealthy man. 

Mercenaries existed long before 
Xenophon’s time, and they have continued 
to thrive right up to the present day. For 
one reason or another, governments and 
monarchs have maintained foreign troops in 
their armed forces, from the Germanic 


guards of the early Caesars, to the condot- 
tiere and janissaries of the Middle Ages, to 
the Swiss and other foreign regiments main- 
tained by the crowns of Europe until the last 
century. The French Foreign Legion sur- 
vives to this day, as do other mercenaries, 
often posing under such euphemisms as 
trainers, observers, advisors, and even 
“construction workers.” Most of today’s 
mercenaries are nothing more than pawns 
in the shadowy games of the superpowers, 
so we shall concentrate on the mercenaries 
of the distant past. The motivations and the 
aspirations of those mercenaries are more 
obvious and easier to understand, and 
easier to relate to AD&D® game play. 
Generally, a mercenary is someone who 
fights for a foreign power in exchange for 
cash payment or other remuneration, al- 
though mercenaries are also hired by pri- 


vate individuals and business concerns. 
Historically, mercenaries arise in areas 
afflicted by high unemployment, overpopu- 
lation, and constant international and civil 
strife. Being a mercenary can be a lucrative, 
albeit dangerous, profession. Thousands 
chose this line of work as a means of ad- 
vancing themselves. 

Money, either in regular cash payments 
or (as it was more frequently received) in a 
share of captured booty, is the primary 
motivating force behind most mercenaries, 
but it is not the only one. Some soldiers 
become mercenaries because their nations 
no longer require their services, and soldier- 
ing is the only life they know. Others do it 
simply because they enjoy the danger and 
the excitement. 

Others live the life of a mercenary in 
order to seek glory, not shiny coins. Glory 
can be an extremely powerful motivation; 
in those days gone by, who you were was 
not always as important as what you had 
done. Glory brought prestige, honor, and 
respect from both the high and the low, and 
could earn one position and wealth, as well 
as fame. This quest for glory was not con- 
fined to mere common mercenaries; several 
ancient rulers (King Agesilaus of Sparta, for 
one) hired themselves out as mercenaries for 
that very reason. 

There are also mercenaries who fight for 
a person or cause in which they believe. 
Money might lure them into battle, but if 
that battle is against a hated foe, then these 
mercenaries may fight that much harder. 
Being professional soldiers by trade, most 
mercenaries have a great respect and admi- 
ration for commanders of exceptional abil- 
ity, and have been known to seek out such 
individuals in order to serve under them. 
Alexander the Great was perhaps the best 
example of this phenomenon. He had great 
difficulty squeezing levies out of the reluc- 
tant Greek city states, and he often had 
troubles with his homesick Macedonians, 
yet he never wanted for mercenaries, be 
they European or Asiatic. 

Mercenaries come from all walks of life. 
They can be of the lowest or the highest 
stations, noble champions or the scum of 
the earth, but they all have some things in 
common. All mercenaries are warriors 
willing to risk their lives for pay, pitting 
their martial skills and courage against the 
ever-present spectre of death in exchange 
for gold. In the universe of AD&D gaming, 
there is nothing wrong with this. 


Why mercenaries? 

“The reason why I wanted Cyrus to be 
my friend was because | thought that of all 
his contemporaries he was the best able to 
help those he wished to help. But, now, I 
observe that you have Cyrus’s power and 
retain your own as well; and the King’s 
power, which was opposed to Cyrus, is on 
your side. With all these advantages of 
yours, who could be such a fool as not to 
want to be your friend? 

“T will tell you, too, the reason why I 
have good hopes that you will want to be 


our friend. First, there are the Mysians, 
who, I know, cause you trouble and whom, 
I feel sure, I could bring to heel with the 
force I have at present. I know about the 
Pisidians, too, and I hear that there are a 
number of equally troublesome peoples, all 
of whom, I think, I could prevent from 
constantly interfering with your peace of 
mind. I am aware that you are particularly 
angry with the Egyptians, and I do not see 
how you could get a better force than the 
one I have now to help you in bringing 
retribution on them. Yes, and to the states 
on your borders you could be, if you liked, 
the most valuable of friends or, if any of 
them gave you trouble, you could, with us 
in your service, behave like a dictator, and 
we would not be serving you merely for the 
sake of pay, but also because of the proper 
gratitude which we would feel to you for 
having saved our lives.” 


Thus spoke Clearchus the Spartan to the 
treacherous Persian satrap Tissaphernes 
after the battle of Cunaxa. In his speech, 
Clearchus reinforces some of the points 
about why people become mercenaries, and 
he also covers the three reasons why people 
hire mercenaries: intimidation, protection, 
and aggression. We shall now examine each 
of these purposes, using the examples of 
Tissaphernes, had he accepted Clearchus’s 
offer, and that of a wealthy merchant in the 
AD&D game. 

Intimidation — Had the Persian hired 
the Greek mercenaries, the presence of so 
many excellent soldiers in his forces would 
have, most certainly, proved very useful in 
cowing such troublesome subject peoples as 
the Mysians and Pisidians. They would also 
have given any states on Tissaphernes’s 
borders cause to think twice before giving 
him any offense. In the case of the mer- 
chant, let’s say that he has to spend several 
days in a city which is known to have a 
small but active thieves’ guild. By hiring 
three or four burly warriors with broad- 
swords, the merchant can intimidate most 
of the lesser thieves and discourage many 
robbery attempts. These bodyguards might 
also add weight in any business dealings 
with other merchants not so well-equipped. 

Protection — The Greek mercenaries 
would have been of enormous assistance to 
Tissaphernes against any of those peoples 
who refused to be intimidated by them. 
They had nearly won an empire for Cyrus 
and would have been the best protection the 
Persian satrap could have had against any 
potential enemy, be that enemy external or 
internal. Suppose, too, our merchant must 
cross a desert infested with bandits, and 
there is no question of them attacking (only 
as to when, where, and how much damage 
they may inflict upon the merchant's 
purse). By hiring a body of mercenaries to 
protect him and his goods, the merchant 
stands a much better chance of minimizing 
his losses or preventing them altogether. 

Aggression — Clearchus spoke of the 
Egyptians, who had rebelled against the 
Persians. Had Tissaphernes chosen to send 


the Greeks to restore the boot of Persian 
power upon the throat of Egypt, that would 
have been an example of aggression. The 
same would hold true had he chosen to send 
them against any bordering state that had 
given him offense. Had our merchant lost 
part of his goods to the desert bandits, he 
might have hired a large force of merce- 
naries to recover the goods and to punish 
the bandits for the affront to his dignity. 

These are, of course, rather basic exam- 
ples, yet one of these three purposes usually 
holds true. Lords, wizards, and patriarchs 
who hire mercenaries to guard their strong- 
holds do so to protect their lives and prop- 
erty, and to intimidate anyone who might 
think of taking either. A thieves’ guild that 
hires a force of mercenaries to exact venge- 
ance upon a community that executed one 
of its members is practicing aggression, 
pure and simple. 


Locating mercenaries 

Player characters and NPCs may often 
find themselves in circumstances in which 
they could use a little extra muscle. Those 
who have not yet attained a high enough 
level to have gained men-at-arms or other 
followers, as well as those who never gain 
such followers (paladins, magic-users, mer- 
chants, and so on), sometimes come across 
a situation which may prove too much for 
them and their henchmen. Mercenaries, if 
used properly, can often equalize the odds 
on these occasions. The job of mercenaries 
is primarily to fight other soldiers, and it is 
most unlikely that any can be lured down 
into a dungeon setting. 

Once you've decided that you need some 
mercenaries, how do you go about obtain- 
ing them? One could use the chart for hir- 
ing mercenaries on page 30 of the DMG, 
but the use of a straight percentile dice roll 
to determine the type of mercenaries a 
character finds deprives the character of any 
say in the matter. Someone out to hire 
mercenaries might have a particular type in 
mind, to fulfill the particular need that 
person has for them, and that person should 
be given the opportunity to find any partic- 
ular type of mercenary. 

A better way of determining what kind of 
mercenaries a person can find is to rate each 
mercenary in a category based upon the 
frequency with which it is found, and then 
to give each category a percentage chance 
for successful location. 


Mercenary categories 


Frequency % chance of locating 
Common 55% 
Uncommon 27% 
Rare 12% 
Very rare 6% 


It should be noted that these percentages 
are based not so much upon any actual 
frequency of any troop type, in any terrain 
or climate, but upon the likely frequency of 
such units existing as mercenaries. It is far 
more expensive and complicated to main- 
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tain a mercenary unit of heavy horsemen 
than one of light footmen. Because of this, 
you are more likely to find a unit of the 
latter than a unit of the former. 

The percentages used for locating any 
mercenary type are based upon a city of 
10,000 people and are modified as follows. 
For every 1,000 people above 10,000, + 1% 
is added to the percentage chance (up to a 
maximum of + 10% at 20,000 or more), 
and for every 1,000 people below 10,000, - 
3% is deducted from the percentage chance 
(to a maximum reduction of - 27% at 
1,000 or less). Normally, only common 
mercenary types are found in cities with 
1,000 or fewer inhabitants; even here, 
common sense must prevail. You are not 
going to find a troop of 28 light horsemen 
sitting around a thorp of 37 souls waiting 
for an employer to happen along. Merce- 
naries fight for pay. Because of this, they go 
where the big money is, and that means 
large cities. 

The general military situation in the 
region where someone is attempting to find 
mercenaries also has a bearing upon the 
success or failure of such attempts. Merce- 
naries are far more likely to be found in a 
state at war or some wild border province 
than in the central provinces of a stable 
empire. This translates into the following 
modifiers for mercenary location attempts: 

Region is miltarily active: + 10% 
Region is militarily inactive: - 5% 

If a region is militarily inactive, this does 
not mean that there are no military opera- 
tions going on there, only that, compared to 
other regions, the military activity is at a 
very reduced level. Mercenaries could be 
found in such a region, but they are more 
likely to congregate in areas where there is a 
greater chance of fighting (and the possibil- 
ity of obtaining booty). 

In our modern world, Iowa could be 
considered militarily inactive, while Central 
America would be classified as a region 
which is militarily active. In ancient times, 
the provinces of Italy under a stable em- 
peror such as Trajan might have been inac- 
tive, but Greece during the Peloponnesian 
War was definitely active. In the WORLD 
OF GREYHAWK™ Fantasy Game Setting, 
the inner regions of the Great Kingdom 
could be called inactive, whereas the Bandit 
Kingdoms or the Wild Coast would be 
extremely active. 

The percentage chance of locating any 
mercenary type may also be modified by the 
character or NPC searching for it, using a 
method similar to that for locating hench- 
men. Each method may be used once per 
month, but there is no reduction in effec- 
tiveness for using more than one method, in 
any combination. 


Method Cost Modifier 
Post notices in public 50 + 1-4% 
Hire a crier 10 gp +1% 
Hire agents to seek 

prospects 300 gp + 5-20% 
Frequent inns and 

taverns special special 
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The wide range of results for hiring 
agents to seek prospects is due to the fact 
that many cities have a sort of unofficial 
mercenaries guild. A low result means that 
the agents weren’t very much in touch with 
things, while a high result means that they 
had connections with the mercenaries in 
that city. The special cost for frequenting 
inns and taverns is a combination of buying 
a round of drinks for the house and a fee for 
the barkeep to mention the prospective 
employer to any mercenaries who visit the 
establishment. Up to 10 such establishments 
may be worked per month. Each costs 10 gp 
and may raise the effectiveness by 1%. To 
determine whether or not this method was 
successful, a d6 is rolled for each inn or 
tavern frequented. On a roll of 1-4, nothing 
happens (no mercenaries visited the place or 
the barkeep pocketed your money without 
earning it), but on a roll of 5-6, 1% is 
added to the effectiveness. 

Using all four of these methods can raise 
the percentage chance of locating any mer- 
cenary type by anywhere from 7% to 35%. 
When all additions and subtractions are 
applied, you have a final modifier, which is 
applied to the percentage chance of locating 
the mercenary unit in question. Percentile 
dice are then rolled, and if the result is 
equal to or less than the modified percent- 
age chance, then that mercenary type has 
been located and is available for hire. 

Example: The wealthy merchant from the 
above examples decides to try to find a 
common unit of light horsemen. He is 
situated in a city of 14,000 people, so the 
base chance of locating any common merce- 
nary type is raised by + 4%, from 55% to 
59%. The merchant goes all out and uses 
all four methods for raising the effectiveness 
of his search, with mixed results. Posting 
notices in public raised the effectiveness by 
3%, hiring a crier by 1%, hiring agents to 
seek prospects by 7% (lousy agents), and 
frequenting seven inns and taverns raised 
the effectiveness by 3%. The merchant 
spent a total of 430 gp on the effort, and it 
raised the effectiveness by a total of 14%. 
Added to the population modifier, this 
raised the total chance of locating the light 
horsemen to 73%. The percentile dice were 
rolled and the score was 64, meaning the 
merchant found his mercenaries. 

Some might think this method a bit too 
liberal, in that it would allow a character to 
simply keep rolling until he found the mer- 
cenary type he wanted. This would be the 
case if there was not a strict limit on the 
number of location attempts per month 
which may be made in any given city. 


Attempts to locate mercenaries 
Attempts possible 
City population per month 
1,000 or less 1 
1,001-5,000 
5,001-10,000 
10,001-15,000 
15,001+ 
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No more than one attempt per month 


may be made for any particular mercenary 
type in any given city, although a character 
could travel from one city to another look- 
ing for the same mercenary type. Also, 
there is nothing preventing a character who 
has found the type of mercenary he desired 
from trying to find another type of merce- 
nary as well, as long as the limit on the 
number of location attempts per month is 
not exceeded. 


Hiring mercenaries 

Once you have found the mercenaries 
you wanted, the next step is to actually hire 
them. Most mercenaries-are fairly amiable 
when it comes to accepting employment, 
and no character or NPC should have much 
trouble in getting mercenaries to accept an 
offer of employment. Here, once again, 
common sense must apply; a troop of 
dwarves will not agree to hire on with a 
half-orc. 

The base chance of any mercenaries 
accepting employment is 75%. If the pro- 
spective employer offers to provide the 
mercenaries with reasonable quarters and 
support, the chance of acceptance goes up 
10%. If the employer does not make such 
an offer, the chance of acceptance goes 
down 5%. Mercenaries fight for pay; if you 
force them to pay for their own food and 
quarters, this cuts into their profit. Any 
agreements on increased wages or possible 
division of treasure must be worked out 
between the DM (representing the merce- 
naries) and the employing player at the 
time, but the promise of such bonuses, 
depending upon the circumstances, may 
increase the chance of acceptance by as 
much as 5% or 10%. Remember that when 
dealing with humanoid mercenaries, only 
an offer of loot is appreciated, as they con- 
sider a generous-paying employer to be 
weak. Finally, a character’s or NPC’s cha- 
risma reaction adjustment is added to the 
base chance of acceptance. 

Use of these rules makes it relatively easy 
for most characters or NPCs to hire merce- 
naries, while assuring that few things are 
ever a certainty. Those with low charisma 
ratings may find it wise to be somewhat 
more generous in their dealings with merce- 
naries, but those with high charisma ratings 
won't have to open their purses quite as 
wide. 


Loyalty and morale 

“Whoever wants to keep alive must aim 
at victory. It is the winners who do the 
killing and the losers who get killed. And 
those who want money must try to win 
battles. The winners cannot only keep what 
they have themselves, but can take what 
belongs to the losers.” 

“You are well aware that it is not num- 
bers or strength that bring victories in war. 
No, it is when one side goes against the 
enemy with the gods’ gift of a stronger 
morale that their adversaries, as a rule, 
cannot withstand them.” 


Here we have two more quotes from 
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Xenophon, speaking of the interrelationship 
between victory and morale. To win battles 
and stay alive, soldiers must have better 
morale than their opponents; yet it is often 
the prospective fruits of that victory which 
helps to give soldiers that better morale. 
This is especially true of mercenaries, par- 
ticularly humanoid types. Morale also has a 
great bearing upon the loyalty of any 
troops, mercenaries included, and those 
with a high morale are likely to be more 
loyal than those with low morale. 

Morale is a rather intangible element and 
is based upon many factors. Courage is an 
obvious starting point. Humans, demi- 
humans, and large humanoids are capable 
of great courage, while many of the lesser 
humanoids cannot display much of it. Size 
counts also; the larger-humanoids tend to 
have better morale than the smaller ones, 
since the larger and stronger a soldier is, the 
better his morale tends to be. Training, 
skill, and armament are also important. 
Skilled veterans, heavily armored and mas- 
ters of their weapons, have much greater 
morale than an unarmed, untrained, naked 
mob. 

Intangible elements affect morale as well. 
Faith, trust, and confidence are often more 
important than size or strength. Knowing 
that you can rely on the person next to you. 
can be an enormous boost to one’s morale. 
Belief in your cause and faith in your lead- 
ers play their parts as well. Then there are 
things like greed, lust, and hatred. Fighting 
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a hated racial foe, with the prospects of 
eating-the enemy’s flesh and enslaving the 
survivors, can be enormously beneficial to 
the morale of most humanoids. Humans 
and demi-humans can be similarly moti- 
vated, but not to such unsavory extremes. 
Morale for mercenaries is determined 
much the same as it is for henchmen and 
other hirelings, on pages 36-37 of the DMG 
(see also DRAGON® issue #107, "A new 
loyalty base”), but with a few alterations. 
All mercenaries have a normal loyalty/ 
morale base of 50%, modified up, or down 


by their employer’s loyalty charisma adjust- 


ment. The loyalty base modifiers are the 
same as in the DMG until you reach the 
section titled “Training or Status Level.” 
Instead of using the modifiers in that sec- 
tion, use the following: 


Mercenary morale 


rating Modifier 
Poor -10% 
Fair 0% 
Good +10% 
Excellent +20% 
Fanatical +35% 


Retain the remaining modifiers from the 
book, except those for racial preference and 
alignment. It is a bull market for merce- 
naries in the AD&D game world, and there 
is little incentive for mercenaries to hire on 
with someone they hate; someone else will 
be along to hire them soon enough. Since 
mercenaries fight for pay, the minor differ- 
ences in race or alignment won't bother 
them enough to worry about modifiers. As 
a rule of thumb, evil mercenaries usually 
work for evil employers, as would good 
mercenaries for good employers. Since there 
is nothing forcing a mercenary to work for 
an employer, that mercenary shouldn’t have 
much trouble with that employer’s outlook 
on life if he hires on. The mercenary knows 
what he is getting into from the beginning. 
If a lawful good dwarf should happen to 
sign on with a chaotic evil human, well, you 
knew the job was dangerous when you took 
it, Fred. Special considerations and situa- 
tion modifiers still apply, though. 

[The BATTLESYSTEM™ Supplement 
provides detailed morale resolution figures 
for mass-combat situations, on pages 6-7 of 
the rules booklet. The morale system pre- 
sented here is sufficient for small-scale 
combat in dungeons and on regular adven- 
tures. — Editor] 


Using, the mercenaries' tables 

There are three mercenaries tables: one 
for humans, one for demi-humans, and one 
for humanoids. Each table contains an 


alphabetical listing of troop types, followed 


by their frequency ranges, morale ranges, 
cost range per month in gold pieces, and a 
range of numbers determining how many 
troops of each type can be found. When the 
mercenary type sought is located, a d12 is 
rolled to find the number of troops available 
for hire. Generally, any character or NPC 
may hire as many or as few of the merce- 


naries available as he wishes, unless an 
entire unit (company, troop, squad, or any 
aides or assistants) is rolled up, in which 
case the entire unit must be hired. 

By giving each mercenary type a range 
for these several factors, a DM can add a 
great deal of variety to each mercenary 
type. Giving a range for the frequency of 
any troop type could reflect the terrain or 
climate of the area in which the unit is 
being sought; a unit of heavy cavalry is far 
more likely to be found in a temperate 
plains region than in a tropical mountain 
region. The morale and cost ranges can be 
used to gauge troop quality, as better troops 
usually cost more. “The cost range could also 
be used as a basis for negotiations between 
the DM and any character attempting to 
hire the mercenaries. A bit of haggling and 
some inventive financing can always add a 
dash of spice to any campaign. 

Human mercenaries pose no undue 
problems, but demi-humans and human- 
oids have certain special considerations. 
Dwarves are not adverse to working for 
humans, for the right price (a high one!), 
but if they are being hired to fight for a 
person or cause in which they believe, the 
price could be lowered. Elves work for less 
than dwarves, and gnomes and halflings for 
less still, but these races won’t normally 
work for someone unless they have an inter- 
est in that person or his cause. Humanoids 
aren't as fussy as demi-humans and are 
considerably cheaper. The costs for human- 
oids are based upon their intelligence (or 
lack thereof) and their worth in combat. 
The main difficulty with both demi-humans 
and humanoids is that they are not as easily 
located as human mercenaries. You are not 
going to find a company of orcs in a city 
ruled by a paladin. Unless you are seeking 
demi-humans or humanoids in an area 
inhabited by such creatures, the lowest 
frequency listed for them must always be 
used when attempting to locate such types. 

If five or more human or demi-human 
mercenaries are encountered, one is a ser- 
geant. As mercenaries represent some of the 
finest physical specimens their collective 
races can produce, all have good strength 
and excellent constitution. For the purposes 
of hit points, mercenaries are as follows: 

Humans: 0-level men-at-arms, 4-7 hp. 

Elite humans: 0-level men-at-arms, 5-8 hp. 

Dwarves: Ist-level fighters, 8-11 hp. 

Elves: 1st-level fighters, 9-12 hp. 

Gnomes: 1st-level fighters, 7-10 hp. 

Halflings: 0-level fighters, 4-7 hp. 

Humanoids have hit points within the 
following ranges: 


Bugbears: 18-21 Kobolds: 2-3 
Firenewts: 14-17 Norkers: 6-9 
Gnolls: 12-15 Orcs: 4-7 
Goblins: 4-6 Verbeegs: 32-39 
Hobgoblins: 5-8  Xvarts: 4-6 


It should be noted that there are ex- 
tremely few units composed entirely of half- 
elves or half-orcs, although both may be 
found within units of either parent race. 
Similarly, ogrillons might be found in units 
of orcs, and flinds in units of gnolls. Some 


fulness, or some other reason, even though 
they do hire themselves out as mercenaries 
on an individual basis. While lizard men 


creatures, such as ogres and trolls, won't might serve a neutral or evil master, they do 


usually form themselves into mercenary so out of fear or religious awe, and are not 


units, due to lack of numbers, lack of law- 


MERCENARIES TABLE I: HUMANS 


mercenaries in any real sense. 


Number encountered (roll d12) 


Troop type Frequency Morale range Cost 1-4 5-8 9-10* 11** 12 ae 
Archer (longbow) very rare good-excellent 4-6 3-8 4-10 5-14 8-20 company 
Archer (shortbow) uncommor-rare _fair-excellent 2-4 2-10 3-18 6-24 8-32 company 
Artillerist rare-very rare good-excellent 5-7 2-3 2-4 3-6 3-8 squad 
Camel archer (shortbow) very rare fair-good 4-6 2-5 3-8 4-10 5-14 troop 
Captain rare-very rare good-excellent special 1 1 1 1 aide 
Charioteer very rare fair-good 3-5 2-3 2-5 3-8 5-12 troop 
Crossbowman rare-very rare fair-excellent 2-4 2-8 4-16 6-24 8-32 company 
Elephant, war very rare fair-good special 1-2 2-3 2-5 3-6 troop 
Footman, elite very rare good-excellent 4-6 4-7 6-12 9-14 11-20 company 
Footman, heavy uncommorn-rare _good-excellent 2-4 3-12 5-20 6-36 12-48 company 
Footman, light common fair-excellent 1-3 2-8 3-12 4-16 6-24 company 
Footman, medium rare-very rare good-excellent 3-5 3-8 5-12 7-18 8-32 company 
Footman, pikeman uncommon-rare _good-excellent 3-5 3-12 5-20 7-28 10-40 company 
General very rare good-excellent special 1 1 1 1 aides 
Hobilar, heavy rare-very rare fair-good 3-5 2-5 3-8 4-14 5-20 troop 
Hobilar, light uncommor-rare _ fair-good 2-4 2-8 4-16 5-20 6-24 troop 
Horseman, archer (longbow) very rare good-excellent 7-9 2-7 3-12 4-16 5-20 troop 
Horseman, archer (shortbow) rare-very rare fair-excellent 6-8 3-8 4-14 5-20 6-24 troop 
Horseman, cataphract very rare good-excellent 7-9 4-7 5-10 7-14 9-18 troop 
Horseman, crossbowman very rare fair-excellent 4-6 2-5 3-8 4-10 5-14 troop 
Horseman, heavy uncommon-rare __good-excellent 6-8 2-8 3-12 4-16 5-20 troop 
Horseman, light common-unc. fair-excellent 3-5 3-8 4-14 5-20 7-28 troop 
Horseman, medium uncommon-rare _good-excellent 4-6 3-8 4-14 5-20 6-24 troop 
Lieutenant uncommon-rare _good-excellent special 1 1 1 1 aide 
Sapper/ miner rare-very rare fair-good 4-6 2-5 3-6 4-7 5-10 squad 
Sergeant common-unc. good-excellent special 1 1 1 1 2 
Slinger rare-very rare fair-good 3-5 2-5 3-8 4-10 5-14 company 
MERCENARIES TABLE II: DEMI-HUMANS 
Number encountered (roll d12) 
Troop type Frequency Morale range Cost 1-4 5-8 9-10* 11** 12*** 
Captain very rare good-fanatical special 1 1 1 1 aide 
Dwarf archer (shortbow) very rare good-fanatical 3-8 2-7 3-12 4-16 5-20 company 
Dwarf artillerist very rare good-fanatical 6-10 2-3 3-4 4-5 5-6 squad 
Dwarf crossbowman very rare good-fanatical 3-8 3-8 4-14 5-20 6-24 company 
Dwarf footman, heavy uncommon-rare _—_good-fanatical 3-8 3-12 4-16 6-24 8-32 company 
Dwarf footman, light rare-very rare good-fanatical 2-6 2-8 3-12 4-16 5-20 company 
Dwarf sapper/miner rare-very rare good-fanatical 5-12 2-3 3-5 4-6 5-8 squad 
Elf archer (longbow) very rare good-fanatical 6-8 3-8 4-10 5-14 6-20 company 
Elf archer (shortbow) uncommon-rare _good-fanatical 4-6 4-10 5-14 6-20 7-28 company 
Elf footman, heavy rare-very rare good-fanatical 4-6 3-8 4-16 6-24 9-36 company 
Elf footman, light uncommon-rare —__good-fanatical 3-5 2-8 3-12 4-18 6-24 company 
Elf horse archer (shortbow) very rare good-fanatical 8-10 3-8 4-12 5-16 6-20 troop 
Elf horseman, light rare-very rare good-fanatical 5-7 3-12 4-16 5-20 6-24 troop 
Gnome footman, heavy very rare good-excellent 3-6 2-8 3-12 4-16 5-20 company 
Gnome footman, light rare-very rare good-excellent 2-4 3-8 4-14 5-20 6-24 company 
Gnome slinger very rare good-excellent 4-6 2-5 3-8 4-10 5-12 company 
Halfling archer (shortbow) very rare fair-excellent 3-5 2-7 3-8 4-12 5-16 company 
Halfling footman, light rare-very rare fair-excellent 2-4 2-8 3-12 4-16 5-20 company 
Lieutenant rare-very rare good-fanatical special 1 l 1 1 aide 
Sergeant uncommor-rare __good-fanatical special 1 1 1 1 2 
Notes 
* — With lieutenant if 10 or more soldiers. 
** — With lieutenant if 10 or more soldiers, with captain if more than 20 soldiers. 
*** _ Roll d12 again and use that result. If the second result is also 12, use the listings on the “12” column as follows: 


A squad is the maximum number of that troop type plus one sergeant. 


A company or troop is the maximum number of that troop type plus one sergeant for every 10 soldiers, one lieutenant for every 20 
soldiers, and one captain if more than 20 soldiers. 

A general’s aides are one captain and two lieutenants. 

A captain’s aide is a lieutenant. 

A lieutenant’s aide is a sergeant. 
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MERCENARIES TABLE III: HUMANOIDS 


Troop type 
Bugbear footman, heavy 


Firenewt footman, heavy 
Firenewt, giant strider rider 
Gnoll archer (longbow) 
Gnoll footman, heavy 
Goblin footman, light 
Goblin slinger 

Goblin worg rider 
Hobgoblin archer (shortbow) 
Hobgoblin footman, heavy 
Kobold footman, light 
Norker footman, heavy 
Orc archer (shortbow) 

Orc footman, heavy 


Frequency 
rare-very rare 
very rare 

very rare 

very rare 
rare-very rare 
uncommon-rare 
very rare 

very rare 

very rare 
uncommon-rare 
uncommon-rare 
very rare 
rare-very rare 
uncommon-rare 


Number encountered (roll d12) 


Orc sapper/miner 
Verbeeg footman, heavy 
Xvart footman, light 


very rare 
very rare 
rare-very rare 


* 


— With any appropriate leader types. 


Mercenary troop types 

Archer (longbow): Many of these troops 
are trained from strong and in good health. 
They can wear any armor except plate and 
can use most hand-held weapons, fighting 
as light or heavy infantry as their arms and 
armor dictates. Most of these troops are 
similar to the English longbowman, but 
some could represent the ancient Indian 
longbowman, whose bamboo longbow was 
less effective than the English variety. The 
good-excellent morale rating for longbow- 
men is representative of the long range of 
their weapons, their general physical condi- 
tion, and their ability to wear heavier armor 
and use most hand-held weapons. 

Archer (shortbow): These troops won’t 
fight as light infantry when not using their 
bows, unless the enemy actually brings the 
melee to them, in which case they employ 
shortswords, hand axes, and similar weap- 
ons. They can wear any armor except plate 
mail, but generally tend toward the lighter 
varieties. This is reflected by their fair- 
excellent morale rating. These troops are 
often uncomfortable at close range and tend 
to consider themselves unarmed without 
their bows. They are also usually built 
smaller than longbowmen. Shortbowmen 
can represent just about any nation, in a 
wide range, of time periods. There can, at 
the DM’s option, be exceptional shortbow- 
men, such as Viking warriors or Persian 
Immortals, who fight as heavy infantry 
when not using their bows, and who have a 
correspondingly higher morale rating. Such 
troops, however, may demand longbow- 
man’s wages. 

Artillerist: These troops are required to 
operate any missile engine larger than a 
heavy crossbow. They fight as light infantry 
only in extremis. They have a morale rating 
of good-excellent, because such troops have 
to be thorough professionals and because 
the range of their artillery puts them at a 
relatively safe distance from the enemy. 

Bugbears: These humanoids make good 
heavy infantry, as their strength and hit 
points make them formidable warriors. 
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Morale range Cost 1-4 
fair-excellent 3-4 2-12 
fair-excellent 2-3 3-12 
fair-excellent 4-5 2-7 
fair-excellent 3-4 2-8 
fair-excellent 2-3 2-12 
poor-good 1/21 2-16 
poor-good 1-2 2-12 
fair-good 3-4 2-5 
fair-excellent 2-3 2-12 
fair-excellent 1-2 3-12 
poor-good 1/2-1 4-16 
fair-good 1-2 2-8 
fair-good 1-2 2-12 
fair-good 1-2 2-16 
fair-good 2-3 2-4 
fair-excellent 7-8 2-5 
poor-good 1/2-1 2-16 


Bugbears also make excellent raider types 
due to their great stealth. Their morale 
rating is based upon those factors. 

Camel archer: These light troops are 
generally nomadic types, undisciplined and 
hard to control. They fight hand-to-hand 
only if such circumstances are forced upon 
them, prefering flight instead. Camel 
archers can wear leather, ring, or chain 
mail, and can carry small shields for use 
when not plying their bows. Their main 
advantages are that the back of a camel is a 
higher firing platform than the back of a 
horse (height is always an important factor 
in battle) and most horses dislike camels 
(20% chance of any horse not accustomed 
to camels refusing to attack). Their morale 
rating stems from their lack of discipline 
and unwillingness to stand and fight. 

Captain (centurion, taxiarch, etc.): A 
captain is nothing more than a capable 
leader, a fighter of 5th-8th level (according 
to the d10 score, 1-4 = 5th, 5-7 = 6th, 8-9 
= 7th, 0 = 8th) incapable of working 
upward. A captain can command as many 
scores (20 men) of troops as he has levels — 
i.e., 4th level enables command of 80 men, 
5th level enables command of 100 men, etc. 
A captain may, however, command only 
one type of troops. Additionally, the level of 
a captain dictates the number of lieutenants 
that can be controlled. This is exclusive of 
sergeants and any auxiliary types such as 
servants, cooks, etc. A captain serving with 
a general extends the number of troops the 
general can effectively command and con- 
trol. The monthly cost for a captain is 100 
gp per level. A captain has a line morale 
rating, because he is a professional lighter 
of at least 5th level who has been around 
and knows his way around a battlefield. 

Charioteer: These are light infantry who 
drive two-wheeled horse-drawn vehicles into 
battle. They are typically unarmored and 
frequently unarmed, except for a small 
hand-held weapon of some sort. Any num- 
ber of chariot types may be used: one- or 
two-horse types, small Celtic types drawn 
by a pair of ponies, even the massive four- 


5-8 9-10 11-12* 
3-18 4-24 5-30 
4-16 5-30 5-40 
3-8 4-10 5-12 
3-12 4-16 5-20 
4-24 6-36 12-48 
4-32 6-48 10-60 
3-18 4-24 5-30 
3-8 4-10 5-14 
3-18 4-24 5-30 
4-24 6-36 8-48 
7-28 9-36 15-60 
3-12 4-16 5-20 
3-18 4-24 5-30 
4-24 5-30 8-40 
3-6 4-7 5-8 
3-8 4-10 6-16 
4-24 6-36 12-48 


horse Indian chariots (capable of carrying 
up to eight men, but used only for trans- 
port). Most chariots carry only one or two 
soldiers (usually archers or javelinists) in 
addition to the charioteer. Blades are some- 
times attached to the hubs of the chariot’s 
wheels. The price of a charioteer varies by 
the number of horses he has to control. The 
fair-good morale rating for charioteers is 
due to the fact that they are very vulnerable 
to attack, and many only carry their passen- 
gers to the edge of a battle, not into the 
midst of it. 

Crossbowman: These soldiers are able to 
use any sort of crossbow furnished. Each 
heavy crossbowman typically desires a light 
infantryman to accompany him to act as a 
shield bearer. Crossbowmen can wear any 
type of armor and can bear hand-held 
weapons, fighting as light infantry if the 
need arises. Their morale rating depends 
upon their armor protection and whether or 
not they have a shield bearer. 

Dwarves: Dwarven crossbow archers may 
use only light crossbows. Their artillerists 
are superior to most human ones and dwar- 
ven sappers and miners are the best by far 
in that category. Dwarves have high morale 
because they are all at least Ist-level fighters 
with great strength and constitution. They 
are also highly organized and have the 
utmost faith in their fellows. However, they 
are only fanatical if fighting racial enemies 
such as orcs. Dwarven captains and lieuten- 
ants cost 200 gp per level per month. 

Elephant, war: These beasts can actually 
be elephants, loxodonts, mammoths, masto- 
dons, or oliphants. Cost is based upon the 
total cost for the entire crew, plus one addi- 
tional gold piece per month to assure that 
the beast has sufficient fodder. The more 
primitive and cheaper types have only a 
mahout (a driver who is treated as a light 
infantryman, no armor, armed with jave- 
lins) and a single warrior armed with a bow 
or javelins. The more advanced types have 
a mahout and a large fighting tower holding 
up to four soldiers, usually two archers and 
two pikemen. Both types can have, iron 


hoops fitted around the beast’s legs to pre- 
vent hamstringing, metal reinforcing on the 
tusks, and leather or metal barding. 

War elephants have many advantages. 
Most horses won't attack them (80% 
chance of any horse not accustomed to such 
beasts refusing to attack), they provide the 
highest firing platform on the battlefield, 
and they can be used to force open a gate 
when attacking a walled town or fortress. 
Elephants can, however, be difficult to 
control once wounded. Every mahout car- 
ries a stake and a mallet, and will not hesi- 
tate to drive the stake into the beast’s brain 
and kill it if it goes berserk. Elephant troops 
have only fair-good morale because they are 
never certain how their war beast may react 
in battle. 

Elves: Elves are unquestionably the best 
archers available. They make superb heavy 
infantry and unmatched light infantry, and 
their light cavalry is also excellent. Elven 
captains may be no higher than 7th level, 
and elven captains and lieutenants cost 150 
gp per level per month. Elves have good to 
fanatical morale rating for much the same- 
reason as do dwarves, and they, too, are 
only fanatical toward racial enemies. 

Firenewts: These advanced form of lizard 
men make awesome shock troops. Whether 
afoot or mounted upon giant striders, their 
ability to breathe fire makes firenewts 
feared opponents. Their morale rating is 
based upon this ability. 

Footman, elite: These troops are simply 
heavy footmen of outstanding quality. Elite 
footmen are still 0-level men-at-arms, but 
they have 5-8 hp and a strength of 17, 
making them + 1 to hit and + 1 on damage, 
effectively placing them between a 0-level 
and a Ist-level fighter. Elite footmen are 
such troops as Greek hoplites, the agema 
hypaspists of Alexander’s army, the 1st 
cohort of Caesar’s 10th Legion, Ottoman 
janissaries, English or Danish housecarls, 
and a host of others. Elite footmen have 
good to excellent morale ratings, but tend 
towards the higher of the two, due to their 
higher standards of training, discipline, and 
experience. 

Footman, heavy: These troops are 
trained to fight in close formation, regard- 
less of the type of armor they wear. Weap- 
onry is almost without restriction. Price and 
morale are often determined by the equip- 
ment of such troops. Troop types represent- 
ing ancient states such as Greece and 
Rome, and those of medieval Europe, are 
better armed and armored than most of 
those representing Asian states, ancient or 
medieval. These latter types often have little 
or no armor and carry hide or wicker 
shields. Still, all heavy footmen have good- 
excellent morale. They are big men, well- 
trained, and well-disciplined. 

Footman, light: These soldiers do not 
fight in close formation. They are basically 
skirmishers, such troops as javelinists, and 
are used to harass the enemy before a battle 
and to pursue a defeated foe after a battle. 
They are also useful in rough terrain, 
woods, or anywhere that heavy footmen 


would be unable to charge them. Most light 
footmen wear very light armor or none at 
all, but most carry some sort of shield. If 
not employing javelins, they may use 
shortswords, hand axes, and other such 
weapons. Their fair-excellent morale rating 
is based upon the fact that many light 
troops are unpredictable barbarian types, 
although some, such as Roman velites, can 
be thoroughly dependable. 

Footman, medium: This intermediate 
infantry type is typified by the Greek peltast 
or the early Roman legionaire. They carry 
pilums (a light throwing spear) or javelins 
as well as most melee weapons carried by 
heavy footmen. Medium footmen carry 
shields and wear medium armor types such 
as ring or chain mail. They operate in 
looser formation than their heavy counter- 
parts and are more able to cope with enemy 
light troops on broken ground. They have 
morale ratings of good-excellent because 
they have the best of both worlds, and they 
can defeat light infantry. When they can’t 
stand up to heavy infantry, they are able to 
pelt them with missiles or run away. 

Footman, pikemen: These troops are 
heavy footmen especially trained to fight 
and maneuver with pikes. They wear the 
heavier types of armor but most do not 
carry shields. Heavy footmen may be 
placed in the center of a formation of 100 or 
more pikemen, if these troops have trained 
with the pikemen for a period of not less 
than two months. Most of these troops 
represent medieval European types with 18’ 
or longer pikes, while some could represent 
Macedonian phalangites. The phalangites 
carry a 13’ pike (sarissa) and carry shields 
slung around their necks by a leather strap. 
Archers, as well as heavy infantry, may be 
placed in the center of a formation of 100 or 
more phalangites, if these troops have 
trained with the phalangites for a period of 
not less than two months. All pikemen have 
good-excellent morale ratings, because they 
are able to keep most enemy troops at a safe 
distance. Phalangites tend to have higher 
morale because they carry swords as well as 
pikes, and can defend themselves if the 
enemy gets to close quarters. 

General (strategosi imperator, etc.): A 
general is a leader of exceptional ability, a 
fighter of 10th-13th level (according to the 
d10 score, 1-4 = 10th, 5-7 = 11th, 8-9 = 
12th, 0 = 13th) but not capable of working 
upward. A general might be a fighter who 
never settled down, or a lord with poor 
lands who is using his military skills to 
augment his income, or possibly a lord who 
has lost his lands. A general is able to com- 
mand as many centuries (100 men) of 
troops as he has levels, i.e., 10th level en- 
ables command of 1,000 men, 11th level 
enables command of 1,100 men, etc. 

In addition, the level of a general dictates 
the number of captains that can be con- 
trolled. This is exclusive of any lieutenants, 
sergeants, etc. There are three types of 
generals: generals of footmen, generals of 
horsemen, and generals of mixed troop 
types. Only generals of 13th level may 


command mixed forces of foot and horse, 
all other generals may command as many 
different types of foot and horse, depending 
upon their type, as they have levels. A 10th- 
level general of foot soldiers, for instance, 
could command up to ten different types of 
foot soldiers, including missile types. There 
must, however, be a captain for each differ- 
ent troop type. Generals have good- 
excellent morale because of their level and 
experience. The monthly cost for a general 
is 500 gp per level. Demi-humans and 
humanoids do not have generals as they are 
expressed here. 

Gnolls: Gnolls make excellent archers 
(armed with great bows, assumed to be the 
same as longbows) and good heavy infantry. 
They have high morale because they are 
large creatures, with good hit points, and a 
fair amount of organization (though they 
are chaotic as well). 

Gnomes: These dour little fighters make 
dependable infantry (either heavy or light) 
and good, slingers. Gnome captains are 
rarely higher than 6th level. They have 
good to excellent morale because they arc 
all at least Ist-level fighters, but they are not 
as fanatical in their outlook as dwarves or 
elves. 

Goblins: These short humanoids make 
only average mercenaries, as they arc cow- 
ardly and lack the size and strength of the 
larger humanoids. The exception to this is 
the goblin worg rider, a humanoid form of 
hobilar with one very important difference: 
the goblins’ mounts fight along beside 
them. For the above reasons, most goblins 
have poor to good morale, but worg riders 
have fair to good morale. 

Halflings: These diminutive demi- 
humans make good archers and outstanding 
light infantry, due to their ability to conceal 
themselves in outdoor settings. Halflings 
only have fair-excellent morale because 
most are 0-level fighters without any great 
strength. Also, halflings are more peaceful 
than most demi-humans, and even halfling 
mercenaries are not overly fond of battle. 
Halfling captains are almost never higher 
than 5th level. 

Hobgoblins: These medium-sized hu- 
manoids make fair archers and heavy infan- 
try, and they have reasonable hit points and 
armor class. Hobgoblins are ferocious in 
combat, particularly toward their racial 
enemies. 

Hobilar, heavy or light: These troops arc 
simply mounted infantry (the predecessors 
of dragoons), able to use horses for move- 
ment, but not capable of mounted combat. 
Thus, hobilars ride to battle, but dismount 
to fight. Some provision must be made to 
care for the horses, or the hobilars will leave 
25% of the number behind to do so. These 
limitations are reflected in their fair-good 
morale rating. Hobilars could be armed and 
armored as heavy infantry, but their lack of 
training in mounted combat would place 
them at a distinct disadvantage if ever 
forced into that situation. Also, no matter 
how good their training, most hobilars tend 
to look over their shoulders at the 25% of 
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their fellows holding the horses, to make 
sure that they haven’t scampered. 

Horseman, archer (longbow): There is 
only one sort of this troop type, the equiva- 
lent of the Mongol horse archer armed with 
a composite longbow. They are formidable 
opponents, combining speed and great 
hitting power. These troops can wear any 
armor except plate but do not normally 
carry shield. They have good-excellent 
morale due to their superb training and iron 
discipline. 

Horseman, archer (shortbow): These 
troops can be anything from ancient Scythi- 
ans to American Indians of the last century. 
In many respects they are similar to camel 
archers, although some can be very disci- 
plined and utterly dependable. Their fair- 
excellent morale rating takes into account 
the very wide range of possible troop types 
in this category. 

Horseman, cataphract: These are heavily 
armored heavy cavalry mounted on ar- 
mored horses. Troops in this category repre- 
sent later Persian types, true Parthian 
cataphracts, and the medieval Saracen 
types. Cataphracts wear chain or banded 
mail and carry shields. They fight with 
lances, swords, or battle axes, and a short- 
bow. Cataphracts are thus horse archers 
who fight as heavy cavalry when not using 
their bows. They have good-excellent mo- 
rale, primarily due to the heavy armor of 
themselves and their mounts, but also be- 
cause they are big, powerful troops with 
excellent weapons mix. 

Horseman, crossbowman: All such troops 
are armed with light crossbows, as the 
heavy versions are not usable from horse- 
back. They fight as light troops, but can 
wear any type of armor, and can use most 
hand-held weapons in melee. Their fair- 
excellent morale rating stems from the fact 
that mounted crossbowmen are extremely 
vulnerable to attack while reloading. It 
takes both hands to cock a crossbow. 

Horseman, heavy: These troops are 
trained to fight in close formation (stirrup to 
stirrup). They are normally heavily ar- 
mored and can use most weapons common 
to horsemen. They have good-excellent 
morale because they are big men on big 
horses and are well-trained. 

Horseman, light: These troops are not 
normally trained to fight in close order or 
formation. They are useful as skirmishers, 
raiders, scouts, and in the pursuit of a 
defeated foe. They generally wear little or 
no armor, but can use most weapons. The 
wide fair-excellent morale rating is reflective 
of the broad range of this troop type, which 
can be found just about anywhere, and in 
any number of time periods. 

Horseman, medium: Similar to heavy 
cavalry, medium horsemen are trained to 
fight in formation, but they are generally 
smaller men, less well-armored, on lighter 
horses, and do not ride as close to their 
fellows. Their good-excellent morale rating 
is caused by much the same factors as that 
of heavy horsemen, size and training. 

Kobolds: Kobolds can be used as medio- 
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cre light infantry. They are small, cowardly 
creatures, who rely upon numbers to win 
any engagement. Their morale rating is 
derived from their small size, lack of 
strength, and other unimpressive qualities. 

Lieutenant (jemadar, enomotarch, op- 
tion, etc.): A lieutenant is an assistant to a 
captain, or a leader in his own right, a 
fighter of 2nd-3rd level (according to the 
d10 score, 1-7 = 2nd, 8-0 = 3rd) but not 
capable of working upward. A lieutenant 
can command as many decades (10 men) as 
he has levels; i.e., 2nd level enables com- 
mand of 20 men and 3rd level enables com- 
mand of 30 men. In addition, the level of a 
lieutenant dictates the number of sergeants 
he is able to direct, in addition to those 
normally serving with the troops; i.e., two 
or three additional sergeants who can do 
special duty. A lieutenant serving with a 
captain extends the number of troops the 
captain can effectively command and con- 
trol. They have good to excellent morale 
because they are experienced fighters. The 
monthly cost for a lieutenant is 100 gp per 
level. 

Orcs: Orcs make reasonable archers, fair 
heavy infantry, and pretty good sappers or 
miners. They are more intelligent than 
many humanoids and are fairly large com- 
pared to some. Orcs still have morale rat- 
ings of only poor-good, due to their 
cowardly nature and inability to get along 
with most other humanoids — even other 
orcs. 

Sapper/miner: These troops are required 
for any military operations that involve the 
use of siege machinery, towers, trenches, 
mines, etc. Although they fight only to 
preserve their lives, they do fight as heavy 
footmen. They normally wear only light 
armor because of their duties, leather or 
studded leather if they are active. They 
have only fair-good morale because they 
find it difficult to defend themselves when 
working. Sappers and miners are basically 
construction workers, not shock troops. 

Sergeant (decurio, tesserarius, etc.): A 
sergeant is a leader of a small body of 
troops, a non-commissioned officer equiva- 
lent. All sergeants are 1st-level fighters but 
not capable of working upward. A sergeant 
can command up to 10 soldiers as an inde- 
pendent unit or assure that the orders from 
a lieutenant, captain, or general are carried 
out. There must be one sergeant minimum 
for every 10 regular soldiers, though there 
can be one per five men. Sergeants have 
good-excellent morale because they are 
experienced veterans, men who must set an 
example for the common soldiers. The 
monthly cost of a sergeant is 10 times the 
rate of the troops he commands. 

Slinger: Slingers are trained from youth 
up. They can wear leather, studded leather, 
padded, or ring mail only, and can employ 
small shields even when using their slings. 
They always operate as light infantry and 
use only the lesser hand-held weapons in 
melee. Primitive slingers use only stones, 
while the more advanced types use lead 
bullets, which give greater range and inflict 


more damage. Slingers have only fair-good 
morale because they are often semi-barbaric 
types prone to lack of discipline. At close 
range, their lack of body armor can also be 
hard on them. 

Verbeegs: These smallest of giants are 
fairly intelligent and sometimes organize 
themselves into small bands of highly-prized 
mercenaries. Neutral and evil lords have 
been known to employ verbeegs, Their size, 
strength, and hit points make them un- 
matched heavy infantry. Mercenary ver- 
beegs wear leather or furs and carry large 
wooden shields to be AC 2 in combat. They 
have high morale, depending on their num- 
bers, organization, and the circumstances of 
their employment. Verbeegs hired to fight 
other giants are a little wary. 

Xvarts: Like goblins, xvarts make only 
fair light infantry. They are small, cowardly 
creatures and this shows in their morale 
rating. 


Care and treatment 

Anyone who hires mercenaries, especially 
a player character, must take measures to 
ensure that they are content. An unhappy 
mercenary is much like a dagger which can 
be turned against its employer's throat. In 
general, human and demi-human merce- 
naries should be treated with fairness and 
respect. The manner in which an employer 
treats his mercenaries has a great bearing 
upon their loyalty and combat performance. 

Much depends upon the mercenaries in 
question, but there are a few guidelines. 
When employing humans or demi-humans, 
show them that you trust them and have 
confidence in them, but don’t be stupid. A 
lord who lets a band of mercenaries garrison 
his stronghold is asking to be put out on the 
street. Don’t let your mercenaries remain 
idle; they need action to maintain their 
fighting trim, and inactivity just makes 
them bored and troublesome. Humanoids 
must be treated with brutal discipline — 
and never, under any circumstances, turn 
your back on them. 

Much of this is just common sense. If you 
are going to ask someone to lay his life on 
the line for you, you had better be treating 
him in the manner that he expects. Now, 
it’s up to you. 8 


Guidelines 


If you're interested in contributing an 
article to DRAGON® Magazine, the 
first thing you need is a copy of our 
guidelines for writers. Send a self- 
addressed, stamped envelope to 
“Writer's guidelines,” c/o DRAGON 
' Magazine, P.O. Box 110, Lake 
Geneva WI 53147; and we'll send 
you back a sheet with all the basic 
information you need to make sure 
your manuscript has the best possi- 
ble chance of being accepted. 


You just got the news: What remains of the 
American army in Europe has been ordered back 
to the States. But the news is old; after all, you're 
cut off behind enemy lines in central Poland. You 
have just three weeks to cross 700 miles of 
devastated country, past marauders and through 
the Red Army, to the German port of 
Bremerhaven, where the last ship for the USA is 
ready to leave, Your transportation: the only func- 
tional steam locomotive left in Poland. 

In addition to the adventure, Going Home 
includes: 

A full-color map of northern Germany that 
connects to the map in Twilight: 20vig. 
A referee's guide to the NATO and Pact units 
in their winter quarters as the year 2000 draws 
to a close. 
A rundown on the French occupation of the 
Rhineland and their military activities in 
the “dead zone” east of the river. 
Game specifications 
for the German 
Leopard Wl and 
British Challen- 
ger tanks. $7, 


Twilight 2000, $18 (Add $1 postage and 
handling), Many more modules available— 
send for free catalog. 


This supplement contains a complete listing, 
: — with full game informa- 

tion and ratings, of every type 
of combat vehicle {and 
representative 
support vehicles) 
in the U.S. ser- 
vice in the year 
2000, Including many vehicles not found in the 
basic game. There are a wealth of drawings and , 
eight pages of color plates, plus U.S. order of bat- 
tle as of July, 2000, with remaining manpower and 
armored vehicle strengths. The U.S. Army Vehi- 
cle Guide is an invaluable reference for Tudlight: 
2000 referees and players. $7. 
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Two warriors come face-to-face on a 
O i | S crowded street, and instantly an awkward 
situation springs into being. Neither is 


familiar with the other, but one of them 
C ) r ) must move aside and, by doing so, humble 
himself to a small degree. Both men are 
we | n O aware that duels have been sparked by 
mishandling meetings such as this. One of 
the deadlocked pair is a young soldier, full 
of energy but barely past the stage of being 
i a recruit. The other is a veteran of many 
: campaigns; years of living in the field have 
replaced his youthful energy with practiced 
efficiency. Both sets of eyes scan each figure 
before them. The younger then recognizes 
and pays the respect due to his superior by 
giving way to him. The veteran moves past 
without a glance for the younger. 


Any society has a pecking order, and a 
necessary social skill is the ability to identify 
one’s station within that order. In the above 
situation, a young man read the small signs 
that identified his fellow pedestrian as his 
senior in status as well as in years. These 
signs are found in things such as clothing, 
possessions, and bearing. Any of these 
could have supplied the vital clue which 
brought the youngster to his decision. Per- 
haps it was the worn but well-cared-for 
sword which hung from a broad, scarred, 
sweat-stained belt. Maybe the elder’s confi- 
dent stance told of many dangers survived 
over the years. The veteran could have 
carried or worn a hard-gained symbol of 
honor, such as a bracer from the lord of the 
city, denoting that the bearer had slain five- 
score opponents on the field of battle. The 
veteran, of course, has no trouble identify- 
ing a recruit, even one who might have 
fooled himself into believing he is not. 

Most humans can readily figure out 
where they stand in regard to another hu- 
man. But what of non-human races? There 
are various signs and signals which are 
used, consciously and unconsciously, by 
other races to make known their status. A 
member of any race can learn those sym- 
bols. This article examines one of the least 
colorful (and therefore less expressive) 
races: the dwarves 

Dwarves have several notable racial 
characteristics, but their most universal one 
is also the most often overlooked by outsid- 
ers. All mature dwarves have beards, and 
dwarven culture always incorporates the 
beard as a form of expression or an indica- 
tor of status. 

Great importance is attached to the first 
appearance of a dwarf's beard. It marks the 
beginning of maturity for the dwarf, 

0 0 whether male or female. Although a stoic 
A dwart S beard 1S more th an h alr race, dwarves are very proud individuals. 
This pride is evident when a father takes his 
son before the council of elders to announce 
the first sprouting of the latter’s beard. Both 
parents take no less pride when they an- 
nounce the availability of their daughter for 
courtship. In either of these occasions, it is 
by John Olson difficult to tell who is more proud, the par- 
ents or the offspring. The newly hirsute 
dwarf of either sex accepts the mantle of 
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adulthood in honored eloquence. 

As the new beard lengthens and fills out, 
it gains decorations and designs. Beards are 
carefully washed and groomed by their 
owners. Unattached females festoon their 
lesser growths with bits of colorful ribbon 
and polished gemstones. The young male 
displays his bristling growth to best advan- 
tage by brushing it out in an aggressive 
flare. These types of adornments or styles 
mark the dwarves who have come to matu- 
rity within the last decade or so. It is only 
fitting that one of the rituals of a dwarven 
wedding is the exchange of locks of hair 
from the beards of the betrothed. These are 
then worn around the neck on a chain, 
preferably of gold, thus symbolizing the 
common beard of the married pair. A dwarf 
unable to supply a lock of hair from a sparse 
beard is obviously too young to marry. 

Females put away many of their decora- 
tions when they marry. Now that the female 
has found a mate, there is little need to 
advertise her desirability to the unattached 
men of her society. Once she begins the 
serious task of raising young ones and run- 
ning a household, she puts aside the frip- 
pery of youth. Her beard is worn in a more 
utilitarian manner. Simple braids replace 
the once-complex weavings. Only on special 
occasions will a married female dress up her 
beard with colors or jewels. Festivals and 
holy days, such as Berronar’s First Day, will 
bring out the young girl hidden within her. 
Widows are the exception to this rule. All 
year round and at all functions, they hide 
their beards completely as a continual dis- 
play of mourning until their own deaths. 
Shorter periods of mourning exist for the 
loss of close kin or a royal demise. 

On the other hand, the beard of the male 
acquires more decoration as his life pro- 
gresses The male dwarf shows his prowess 
and social status by braiding and knotting 
his facial tresses in patterns. Each braid or 
knot is more than mere decoration. A dis- 
cerning eye can locate the battle knots 
within a campaign braid. The same eye 
would be able to distinguish, by the turns 
and twists of the knots, between a dwarf 
who conducts raids and a home-defense 
dwarf. 

Dwarves not known to one another may 
read each other’s profession or rank by the 
lay of the hair. A blacksmith would wear his 
beard forked to help keep it out of the hot 
coals. Miners wear their beards tucked into 
their belts to prevent them from hindering 
movement while crawling on hands and 
knees in tight places. Tanners’ beards have 
a crowded, matted look to them because 
they are stuffed into bags to protect them 
from the harsh chemicals their wearer uses 
on the job. 

The wealth of a dwarven clan, and the 
source of that wealth, can be displayed in 
the beard. Gold miners would have gold 
wire woven into their beards, and silver 
wire would be found in the braids of a 
silver-rich clan. Dwarves who specialize in 
jewels would affix small gems to their 
beards. 


A true appreciation of the many types of 
hirsute exhibits can be gained by witnessing 
a major dwarven festival or gathering. A 
festival such as the anniversary of the 
founding of the clan brings out all manner 
of dwarven finery. Once again, womenfolk 
ply their girlish skills, but now with the 
richest colored cords, jewels, and precious 
metals. Men brush their beards, reweave 
knots and braids, and include their own 
measure of wealth into their displays. Con- 
tests are held during the festival, some of 
which concern beards. The beard-length 
competition takes place, along with such 
skill sports as axe-throwing and splitting 
stone pillars with hammers. Other hair- 
oriented titles are “best decorated” (usually 
taken by a female) and the “True Beard.” 
The “True Beard” is that which is found to 
most perfectly reflect the spirit of the dwar- 
ven race. The owner of this beard is raised 
above his or her peers as the “Soul of the 
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Clan” until the close of the festival. 

A gathering of the clans is a more somber 
occasion, but nonetheless a circumstance for 
impressive beard displays. The heads of the 
various clans and their retainers meet dur- 
ing the gathering to take up one or more 
matters of grave concern, matters that are 
important to all clans of the kingdom. Such 
subjects as naming the crown-heir or a dire 
threat of invasion warrant a gathering of the 
clans. Because of the background of power 
struggles and political intrigue these gather- 
ings entail, beard decorations are important 
to proclaim strength and impress oppo- 
nents. An outsider finding himself at a 
gathering of the clans would be struck by 
both the air of gravity found there and the 
numbers of braids and knots worn by each 
dwarf. 

Dwarven lore reflects the importance of 
the beard in dwarven culture. Dwarven 


children are often raised and educated by 
word of mouth, being taught of ancient 
heroes by listening to their elder’s tales. All 
great dwarves are said to have been en- 
dowed with long, flowing beards. The fe- 
males of legendary romances invariably 
have been blessed with full, beautiful beards 
of the finest hair. Youngsters are told of the 
great hero Krudarnen, whose beard was of 
such length and so filled with battle knots 
that young children would use it to climb to 
ride upon his shoulders. They learn the 
punishment of the renegade Darnolf, who 
betrayed the secret mountain pass 
Bikhaalan Gap to orcs and was subse- 
quently captured by the surviving dwarves. 
Before he was put to death his beard was 
destroyed — not merely shaved off roughly 
as is usually the case with a disgraced 
dwarf, but scorched off with white-hot coals 
so as not to offend the spirit of a metal 
blade. 


The deities of dwarves share this empha- 
sis of beards. Moradin, the Soul Forger, is 
said to have a beard of such grand propor- 
tion that he wraps it around his girth and 
carries his hammer thrust into it. Some 
dwarves hold that the veins of ore that they 
break free from common rock are, in fact, 
the tendrils of the Beard of Dumathoin, the 
Keeper of Secrets. One dwarven tale relates 
how the great warrior Dunfruth wove his 
beard to form a shirt and forswore any 
other sort of armor. The Father of Battle, 
Clanggedin Silverbeard, was so taken with 
the spirit of this dwarf that he enchanted the 
hair, causing it to give protection as normal 
chain mail. The legend further relates how 
the evil god Abbathor conspired with Verga- 
dain, god of luck, and foully tricked Dun- 
fruth into gambling his beard away. 
Realizing his disgrace, the morally shat- 
tered dwarf sought to redeem himself by 
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single-handedly attacking an orc village, 
seeking to slay its chieftain. The defenseless 
warrior slew thirty of the foe before he was 

overwhelmed. The beard-shirt now forms a 
formidable part of Abbathor’s armor and is 
a treasure that would bring great honor and 
glory to the dwarf who recovers it. 

With role models and gods such as these, 
young dwarves come to associate beards 
with all things honorable and right, while a 
naked face is equated with untrustworthi- 
ness and immaturity. Given this, is it any 
wonder that dwarves have an instinctive 
aversion to the bare-faced elven race? 
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Pro-beard bias is most strongly felt by 
dwarves who deal little with the outside 
world. Those who remain at home in the 
caverns are seldom exposed to denuded 
faces except when their home is raided by 
enemies. Any stranger in the habit of shav- 
ing who visits dwarven population centers 
should be prepared to be treated with very 
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little respect. Indeed, if he ido well in 
advance that his business will take him to a 
dwarven stronghold, he would be well ad- 
vised to let his beard grow as much as possi 
ble. Elves are therefore always at a 
disadvantage. A good way for visitors to 
allay suspicion and gain better treatment is 
to be accompanied by one or more dwarves 
— better still, by dwarves of that town or 
burg who are fellow adventurers. Never, 
but never, should they try to use fake 
beards. 

Dwarves may not initially be aware that 
women of other races are not capable of 
growing beards, but they learn to adapt to 
this situation and not hold it against them 
too greatly — even if the dwarves cannot 
help but admit among themselves how 
unattractive such beardless women appear. 
In the worst of cases, dwarven males tend to 
treat beardless women of other races in a 
condescending manner, while female 
dwarves treat them with pity. 

Dwarves look upon their beards not only 
as individual badges, but also as a racial 
trait to be proud of. They can understand 
an inferior non-dwarf beard not being able 
to reach superior dwarven standards Be- 
cause of this, they do not apply quite the 
same criteria when judging the beard of a 
member of another race. This is not to say 
that just any sort of beard finds favor in the 
eyes of a dwarf. It is inconceivable to a 
dwarf that anyone would want to intention- 
ally shave a beard off, because having this 
done, coupled with exile from the ancestral 
home, constitutes the punishment of a 
dwarf who brings great dishonor upon his 
clan or himself. Beard styles such as the 
Vandyke, goatee, or Fu Manchu would be 
viewed with much curiosity, but without 
approval. A short, cropped beard is more 
acceptable than one that has been intention- 
ally maimed into a bizarre shape. 


Dwarven beard bias can change, but in 
keeping with the conservatism of the race, 
this process remains a phlegmatic evolution. 
Dwarves who venture out of the mountains 
lose the bulk of their bias as time passes and 
they are exposed to more diverse cultures. 
A younger dwarf first setting out will be 
shocked (but not visibly) by the odd cus- 
toms and appearances he will see. After 
only two or three decades of living outside 
of dwarven society, he will be able to control 
his automatic revulsion at the sight of an 
adult naked face. After another decade or 
two, he may even be able to lessen his dis- 
trust response as well. He will learn there is 
more to judging a person than reading his 


beard. Indeed, his first encounter with a 
devious, long-bearded charlatan will teach 
him much, especially if his purse is much 
lighter afterward 

As in any society, separate dwarven com- 
munities will develop qualities of their own. 
Although different clans and burgs will have 
variations of designs and customs, the beard 
will remain an important part of their cul- 
ture. Beards can be likened to the colorful 
coats of arms worn by cavaliers and nobil- 
ity, proclaiming place of origin and status. 
Have care, however — beards could be 
more than decorative. A dwarven thief 
could hide small emergency tools such as 
lock picks in his. An assassin could slip 
through several searches by careful guards 
by concealing a fine wire garrot within his 
luxuriant growth. 

The next time your character encounters 
a dwarf unknown to him, look to the beard. 
It could reveal something about the dwarf 
that you might not find out otherwise. Lips 
don’t always speak the truth, but a dwarfs 
beard hardly ever lies. A 


THE PALLADIUM 
WEAPONS SERIES | 
CONTINUES! — 


THE PALLADIUM BOOK OF WEAPONS & ASSASSINS 
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The ecology of the 
displacer beast 


by Bill Mickelson 


The following was taken from the lecture 
notes of the mage and naturalist Jen-Ahb, 
after he was mauled to death by a rogue 
displacer beast in the bestiary of the Univer- 
sity of Sarkawan. 


The displacer beast is a magical creature 
that resembles a large black panther, save 
for its six legs and the pair of horned tenta- 
cles sprouting from its shoulders. Its name 
derives from its ability to appear up to a full 
yard away from its actual position, caused 
by subtle vibrations emitted from its flesh 
that apparently refract light to distort the 
beast’s apparent location. This enables the 
beast to avoid most initial attacks, which 
are directed at the illusionary form which 
usually appears closer to the attacker. From 
this power and from their own stamina, 
ferocity, and lighting skill, they are also 
highly resistant to magical effects, poison, 
and attacks that may be dodged (such as a 
dragon’s breath). They are devilishly hard 
to kill. 

In order to learn more about these 
strange creatures, | had to capture one alive 
— a task made most difficult by their rarity. 
What few displacer beasts there are prefer 
to live in the deep wilderness — in old 
forests, mountains and hilly regions, on vast 
plains, and even in the desert. Occasionally 
a pack of them is found in a swamp. The 
swamp variety tends to be somewhat larger 
than other sorts and swims very well. It is 
especially dangerous because of these facts, 
and because the swamp provides excellent 
cover for ambushes. 

I was able to obtain a grant from our 
lordship and a leave from this university to 
obtain a specimen of this creature for study. 
I gathered a force of porters and armed men 
and proceeded into the Broken Spire coun- 
try, where we searched for three weeks. 
Finally, we sighted a large male displacer on 
a mountainside, and one of my more zeal- 
ous followers cast a net at the beast — 
missing, of course. It then ran off with 
incredible speed, apparently without using 
its front legs for travel. The beast looked for 
a few moments like a feline centaur. 

After a few more luckless days, we were 
blessed to come across a displacer beast 
cave, which I identified at once by the 
abrasions left on the cave mouth from the 
beast’s habit of sharpening its claws and 
tentacles on bare rock. Realizing our dan- 
ger as well as our fortune, I deployed the 
twelve mercenaries with us about the cave 
in pairs, arming them with short swords as 
well as their nets. Two of my assistants 
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carried long darts, especially prepared with 
a sleeping venom approved by the Council 
of Scholars and our lordship for use against 
rogue creatures who share no humanity. 
Having prepared my spells and said my 
prayers to the gods and the university's 
alchemical staff (who had mixed the sleep- 
ing venom), I gave a signal and every man 
present gave out a roaring shout. We 
abruptly discovered, as the displacers em- 
erged, that we had found a family lair. An 
enormous male, purple-black in color, a 
smaller female of blue tone, and two cubs 
rushed forth. My amazement could only be 
imagined, as no young displacer beasts had 
ever been known in these lands, and it had 
been assumed that such creatures were 
somehow generated full-grown. I was barely 
able to recover myself to raise the iron nail 
in my hands and speak the words to the 
spell of holding. The mercenaries hurled 
their nets at the male, almost forgetting 
about the rest of the pack in their haste to 
bring down the greater threat, and chaos 
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reigned for the space of perhaps a minute. 

Merciful are the gods of the university, 
and wise are the old men in the alchemical 
department! At our moment of greatest 
peril, the male beast’s natural resistances 
failed him as the iron nail vanished from my 
hands and the male displacer vanished — 
only to reappear several feet away, flat on 
the ground, paralyzed! Only one of the 
many nets hurled had even struck him, 
entangling his horned tentacles and perhaps 
sparing the life of a soldier that the beast 
had begun to maul. The soldier himself was 
caught by the spell, but was no worse for 
the experience and was quickly treated by 
Brother Synon of Saint Ardan’s, who ac- 
companied us. The blue-black female suc- 
cumbed to a dart from one of my aides, and 
the cubs were quickly netted as they tried to 
escape. 

A marvelous find, I must admit. The 
male was huge, measuring 11’ from nose to 
tail, with 7’ tentacles. It weighed in at 
about 600 Ibs. The female was quite a bit 


smaller, only about 8’ long and 450 Ibs., 
but was in excellent health. Each cub was 
about the size of a large housecat, but 
lacked the characteristic tentacles, having 
only knobby growths instead. In captivity 
here at the university, the cubs quickly 
developed their adult size and appearance 
within a matter of weeks. Their growth rate 
was astonishing. It appears that they 
reached full maturity at the ripe old age of 
four months. 

The displacer beast’s claim to fame is, of 
course, it's power to appear 3’ away from its 
actual location. The sage Dunmeyer has 
written extensively of displacers, though he 
had not studied live ones, and he once 
conjectured that his remarkable effect was 
somehow caused by molecular vibrations. 
Until I was able to shed new light on this 
mystery, anyone else could do nothing but 
guess, though my research is far from com- 
plete itself. It seems now that the molecular 
vibrations, stimulated by a specialized 
group of nerves, occur only in the outer 
layers of the beast’s skin cells. Where as the 
vibrational movement is too minute to be 
normally noticed, it is sufficient to bend and 
redirect the rays of colored light. The re- 
fracted light rays form the illusionary image 
while the true form is masked, virtually 
invisible. This magical power is automatic, 
but it may be consciously directed by the 
beast itself. 

It is still unknown, even to me, precisely 
how the light rays are deflected by the vi- 
brations. Due to the beast’s magical nature, 
I would not be at all surprised if the super- 
natural had a fair hand in the origin of the 
talent. Interestingly enough, displacer 
beasts are able to see each other’s true forms 
and are not deceived by displacing — in fact 
confirmed by watching them in captivity. 

Although only full-grown displacer beasts 
are found in packs outside the lair, obvi- 
ously there are young. They never leave the 
lair until they are full-grown or the family 
moves to another locale. It seems as if the 
beasts do not want the young to be out 
before their displacing talent has been ac- 
quired. As violently disposed as they are to 
other creatures, they do not fight among 
their own species and exhibit no sense of 
rivalry among themselves, except for the 
play of young cubs. This playful behavior 
vanishes with adulthood. I am currently 
attempting to familiarize one of the grown 
displacers in the bestiary to my presence, 
though without much success. 

Given the observations of other explorers 
who have recently visited the Broken Spires 
on other quests, we have a more complete 
picture of the life of the average displacer 
beast. Lairs contain two adult displacer 
beasts — male and female, of course — and 
perhaps as many as four cubs, though usu- 
ally only one or two are produced. The 
birth rate among displacers appears to be 
quite low, given their small numbers. Little 
is known about their mating or birthing 
procedures. Unlike most carnivorous mam- 
mals, displacer cubs are born with their 
eyes open and a set of usable teeth for eat- 


ing meat right away. Adult females have 
mammary glands and nurse their cubs until 
they leave the lair at the age of four months. 
Newborn kittens have no tentacles and are 
about the size of small housecats, though 
after the first eight weeks their tentacles 
sprout and grow at the rate of an inch or so 
a day until after about 30 days more have 
passed. At this time, the cubs will measure 
close to 442’ long, weigh near 90 lbs., and 
generally be the same size as a large lynx. 
At the end of the first year, length and 
weight will be approximately 7%’ and 350 
Ibs., respectively. 

From then on, the length of the tail will 
be around one-third of the overall body 
length, and tentacles will typically equal 
half the total length. When the beast 
reaches full maturity after two years, 10’ is 
average length for a male, with 9’ being the 
norm for females. Weight is about 500 Ibs. 
for males, females 450. The extremely fast 
growth is even more impressive when one 
stops to consider that the beast’s average 
lifespan is perhaps close to 100 years. 

Distantly related to the true cats, the 
displacer beasts hunt in a similar fashion 
but often for more powerful game, such as 
giant deer, boars, cattle, buffalo, bears, and 
(as every child knows) blink dogs. They 
move silently until within striking distance 
for a lightning-fast attack made by several 
adults at once. They generally use only 
their tentacles, but their fangs and talons 
may be brought into play in close combat. 
Though they walk at a quick pace on all six 
legs when fighting or running, they raise 
their forelegs to claw at victims if they so 
desire and can run on their rear four legs 
without difficulty. 

Displacer beasts can leap 20’ straight up, 
25’ across on a standing jump, and double 
that on a running jump. Unlike many other 
creatures with more than four legs that have 
slow metabolisms, the displacer beast can 
move with great speed and with high dex- 
terity despite the extra pair of legs that 
might get in the way. 

I regret to say it, but a great many of 
those who have followed my work care little 
about my discoveries on how the displacer 
beast hides its form and creates an illusion- 
ary one, being more interested in the crea- 
ture’s violent temperament. “Why are they 
so vicious around blink dogs?” is the most 
often-asked question that comes from visi- 
tors to the university bestiary. Indeed, the 
murderous fury of a displacer beast is fit 
only for nightmares, of which I had several 
after our successful hunting expedition. Not 
being especially intelligent or cunning, 
displacers are not subtle when they burst 
into attack. They have been seen to maul 
any beast that comes within striking range 
of them, from humans to small dragons, 
and rumors abound of howling battles 
between some large carnivore and a hungry 
pack of displacers, shrieking and screaming 
their fury as they savagely tear their prey to 
shreds. 

I know of few things to compare such 
madness to in the animal kingdom, not 


even excepting the behavior of certain ber- 
serkers and were-beasts. I have evidence 
that some process connected to their matu- 
ration, likely a growth hormone, affects 
their minds as they go from amiable kitten 
to adult killer. From the moment that the 
tentacles of the two kittens we had captured 
began to grow, the kittens became irascible 
and violent. I have scars on my left arm 
from wounds caused by Emerald Fire, the 
larger of the pair, that have only recently 
healed. This terrible nature only grows 
worse over time, though, as I’ve said be- 
fore, they will not attack their own kind. 
Perhaps the scent of one another is the key 
element in preventing these attacks; I can- 
not say, though I have further experiments 
planned. 

As foul-tempered as it is, the displacer 
beast reserves its most intense hatred for 
blink dogs. There seems to be a particular 
reason for this, as my research has shown, 
but the explanation was hard to come by. 
The two species both prefer temperate 
climates, but the displacer beast usually 
lives in the forests and mountains, whereas 
the blink dog is generally a creature of the 
open plains, so there are no territorial dis- 
putes or fights over prey on a species-wide 
basis. The “dog-and-cat” hypothesis holds 
no water here, as you might guess, since 
cats and dogs are not enemies by nature. 

My explanation is based upon prolonged 
experimentation (and the deaths of several 
blink dogs). The very actions of displace- 
ment and blinking seem to interfere with 
the nervous and mental systems of the 
opposing creatures. I have seen a blind- 
folded displacer beast jump and yowl when 
a blink dog was allowed to teleport itself 
within several feet of the former’s cage. The 
blink dog, in turn, began to snarl and bark 
in the direction of the displacer even though 
it, too , was blindfolded, had its sensitive 
nose covered, and was within the area of a 
spell of silence. Detection of the other is 
automatic for each, and appears to trigger 
hate, ferocity, and violence in both animals, 
especially the displacer beast, whose special 
nerves are spread throughout its entire 
body. This occurs whenever the creatures 
are within 150’ of one another. 

Even if the blink dogs are not using their 
power or if the displacer beasts are asleep 
and not using theirs, both have learned to 
identify the other by scent and sight, pro- 
voking automatic flight or attack, depend- 
ing upon the circumstances. Both species 
can also detect the approximate location of 
their enemy should their respective special 
powers be brought into play, and some 
rather sophisticated wild blink dogs have 
learned to not use their powers when pre- 
paring ambushes for the displacers. Blink 
dogs get a general feeling for the direction 
in which a displacer beast lies, but the 
displacers can find a blink dog as soon as it 
blinks in with unfailing accuracy. 

As a side note, I would be curious to 
learn the effect upon a blink dog of wearing 
one of those remarkable displacing cloaks 
that adventurers talk about. 1 would wager 
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that being caught by a pack of the creatures 
would not be a pleasant experience! 

A truly unique and interesting creature, 
the displacer beast. | am more than happy 
to spend the rest of my life studying it. 


Appendix 

1. To determine the orientation of a dis- 
placer beast and its illusionary form, roll 
d10. On a result of 1-5, the illusion is in 
front of the creature (positioned between the 
creature and an opponent it is facing). On a 
roll of 6-7, the illusion is to the creature's 
left; 8-9, to the creature’s right; and on a 
roll of O (10), the illusion is behind the 
creature’s actual position. 

2. A lone opponent facing a displacer 
beast has a - 2 penalty “to hit” on any 
occasion except when the displacer beast has 
scored a hit earlier in the current round of 
combat. If more than one opponent is in- 
volved against a single beast, additional foes 
have their “to hit” penalties reduced by 1 
for each extra foe involved: the second 
opponent hits at - 1, and the third and all 
subsequent opponents have normal chances 
to hit. (This assumes that the multiple 
opponents have arranged themselves so as 
to partially or entirely surround the crea 
ture) If a beast is hit by any attack against 
it in a given round and it does not move, 
then all opponents who viewed the success- 
ful hit can attack at no penalty in the follow- 
ing round. Infravision will reveal the actual 
location of a displacer beast, as will true 
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seeing or other similar magical means. 

3. Displacers rarely use their claws and 
teeth unless near death or fighting a very 
large opponent. Each claw attack does 1-6 
hp damage, and each bite 2-12 hp damage. 
Such an attack routine involves two tenta- 
cles, two claws, and a bite, though it can 
daw with the middle and rear pairs of feet 
as well if it can leap down upon an oppo- 
nent or attack a prone one. Very large 
beasts will also be attacked with all available 
clawed feet. 

4. When it is running on four legs, the 
beast’s movement rate is doubled (30”) for 
3-12 rounds. 

5. Attacks for immature displacer beasts 
are as follows: Treat those 1-4 weeks in age 
as a normal cat (Monster Manual II, and 
those 5-8 weeks old as a wild cat. The 
growth spurt begins here, so those kittens 
from 9-12 weeks old attack as a lynx (with 
the middle set of claws doing 1-2/ 1-2 on 
rakes), but cannot use their tentacles effec- 
tively (1-4/ 1-4 for attacks in the 11th and 
12th weeks). Attacks between claws, teeth, 
and tentacles are evenly divided at this 
stage. As the cub grows older, it comes to 
rely heavily upon its tentacle attacks, using 
them as whips. Displacers 13-16 weeks old 
attack as adults, using their tentacles to 
cause 1-6/ 1-6 damage. Attacks are normal 
at the end of the first year. Those kittens 
under one week old have no effective at- 
tacks. 

6. Although listed as neutral in align- 


ment, some displacers have truly evil nat- 
ures, and this will show up in detect align- 
ment spells. 

7. Blink dogs will attack anyone wearing 
a cloak of displacement with great ferocity. 
Displacer beasts, however, are not bothered 
by those who cast the spell blink upon then- 
selves. The cause for the latter’s distress lies 
in the magical biology of the blink dog, not 
in the nature of the spell itself. 

8. A displacer beast’s illusionary form is 
not like a regular illusion, in that it is not 
dispelled upon contact and it cannot be 
“disbelieved” out of existence. Striking the 
illusionary form will not reveal the actual 
location of the beast, but will of course 
reveal the illusion for what it is. 
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THE INITIATE 

Louise Cooper 
Tor O0-812-53392-5 $2.95 

There is a strong feeling of paradox in the 
first book of the Time Master trilogy: 
though the gods of Order and their mortal 
servants are at least loosely on the side of 
good, Louise Cooper’s protagonist, Tarod, 
eventually finds himself following the forces 
of Chaos. Yet despite his ambitious nature 
and his growing dislike of the Circle, which 
raised him from childhood, Tarod fails to 
impress the reader as a truly evil figure. 

The reason for this is that The Initiate 
isn’t a “good versus evil” story at all. 
Rather, it’s a chronicle about balance, or as 
Cooper's first paragraph describes it, “the 
eternally conflicting forces of manifest dual- 
ity.” The premise of the tale is that of a 
world where Order has overtipped the scales 
in its favor, and where Chaos has been very 
nearly wiped out of existence. 

Tarod’s opposition to the Circle, there- 
fore, seems evil to the Circle’s members, 
who represent a powerful philosophical and 
political voice in their world’s affairs. In- 
deed, Tarod’s goals may well wreak havoc 
on both the land and its people. Yet in the 
larger context of Tarod’s viewpoint, his 
cause is vitally necessary. In AD&D® game 
terms, Tarod might well be viewed as a 
card-carrying chaotic neutral, while the 
Initiates of the Circle could be seen as law- 
ful neutral characters. 

Cooper manages to pull off these difficult 
characterizations with startling effective- 
ness, giving the novel an unsettling tone 
and a very strange moral quality. None of 
the characters seem truly likable, yet neither 
do they appear wholly beyond sympathy. 
The logic by which High Initiate Keridil 
condemns Tarod — long his closest friend 
— to death late in the tale is all too reason- 
able, yet Tarod’s own reasons for the actions 
leading to the condemnation are just as 
legitimately argued. 

With two books left in the series, it’s too 
early to say how well Cooper will succeed in 
completing her thematic construct. But if 
The Initiate is any indication, the Time 
Master trilogy may be one of the most 
intriguing sequences written in some time. 


SHUTTLE DOWN 
Lee Correy 
Del Rey O-345-33179-6 $2.95 
Until the last few pages, Shuttle Down 
doesn’t really seem to have anything what- 
soever to do with role-playing games. But 


once TOP SECRET® game players have 
finished the tale for the first time, theyll 
turn back to the beginning, looking for the 
obscure details that indicate all kinds of 
adventuring possibilities beneath the story's 
surface. 


Lee Correy did not necessarily intend to 
plant a spy novel underneath his chronicle 
of a thoroughly plausible space shuttle 
accident — gamers will have to do most of 
their own design work. Meanwhile, they 
can also appreciate the edge-of-the-future 
accuracy that permeates the tale. It isn’t at 
all surprising that four years after Shuttle 
Down was published in 1981, NASA be- 
came involved in negotiations to forestall 
precisely the crisis Correy describes — an 


emergency shuttle landing on Easter Island. 


(Part of a relevant press release appears on 
the book’s flyleaf.) 

Correy provides more than enough tech- 
nical and practical detail for gamers to 
recreate the general sequence of events, 
though no great scientific background is 
required to make sense of what’s going on. 
And though the novel depends far more on 
its tightly woven plot than on its believable 
characters, the author also handles a gener- 
ously sized cast with tolerable skill — espe- 
cially where bureaucratic conflicts are 
involved. 

Science fiction has always been known as 


a seer of the future, but rarely has it been as 
specifically or promptly accurate as in this 
case. If only for that, Shuttle Down is un- 
usually absorbing reading — even apart 
from its potential game value. 


THE SEEKERS AND THE SWORD 

Michael Jan Friedman 
Questar/Pop. Lib. 0-445-20139-8 $3.50 

Judging by the covers, both this novel 
and its predecessor, The Hammer and the 
Horn, should have been eminently forgetta- 
ble rehashes of garden-variety Norse my- 
thology. Such judgments, however, are 
decidedly inaccurate. In fact, Michael Jan 
Friedman has concocted a beguiling specu- 
lation that takes traditional Norse legends 
and asks the entirely logical question, “But 
what happened after Ragnarok?” 

According to Friedman, what happened 
is that an obscure god called Vidar, tired of 
the warlike ways of the Aesir, retired to 
Earth and took up the life of a wandering 
minstrel. But after some 1,500 years of 
peace and quiet, Vidar has been drawn 
back to Asgard and its sister worlds by the 
appearance of an elusive being whose plans 
could annihilate both Asgard and Earth. 

Though the writing itself isn’t especially 
inspired, Friedman has developed his con- 
cept of Norse cosmology with consistency 
and a wealth of detail — exactly as a 
Dungeon Master might develop such a 
background for a series of adventures. And 
Vidar’s own travels are generally broken 
down into shorter scenarios, something like 
individual gaming sessions that take place 
within a campaign. 

Both plot and characterization are better 
than the packaging might suggest. Vidar’s 
time on Earth has given him a rather un- 
Vikinglike outlook on life (as well as a 
broader vocabulary than most Norse gods), 
and the villainous Ygg is a good deal clev- 
erer than the average fantasy adversary. In 
short, The Seekers and the Sword is a tale 
that should inspire readers interested in the 
worlds of Odin and Thor to go back and 
pick up the first book in the series — and to 
look forward to the next. 


DRAGONSBANE 
Barbara Hambly 
Del Rey O-345-31572-3 $3.50 
Why bother with yet another story about 
adventurers facing a fearsome dragon with 
a legendary reputation? Barbara Hambly’s 
name on the cover is one good reason. Her 
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previous novels have earned excellent marks 
both for their skillful characterization and 
for their matter-of-fact freshness, and in 
Dragonsbane Hambly’s writing is as devi- 
ous and readable as ever. 

As her tale begins, legends and ballads 
have sprung up in honor of Lord John 
Aversin, the only living man to have slain a 
dragon. But when Gareth of Magloshaldon 
goes in quest of Aversin — for now another 
dragon has appeared and is threatening to 
lay waste to the kingdom — he discovers 
that the Dragonsbane is utterly ordinary, 
and more naturalist than knight. 

By the end of the first chapter, it’s clear 
that the novel intends to turn all the normal 
dragon-slaying traditions inside out. It’s 
therefore appropriate that neither Lord 
Aversin nor Gareth is Hambly’s central 
character. Instead, Dragonsbane is centered 
on Jenny Waynest, a woman of many tal- 
ents — among them woodcraft, minor 
magic, midwifery, and motherhood. Jenny 
returns with Gareth and Aversin to the 
king’s court, and there the three learn that 
there’s much more to the dragon’s arrival 
than has been suspected. 

One connection, for instance, points 
toward Zyerne, the mysterious new queen 
whose magical powers are inexplicably 
strong and whose influence over the king is 
equally strange. Another hints that the 
gnomes of Ylferdun, whose caverns are the 
dragon’s first lair and target, know much 
more about the situation than they are 
willing to reveal. And before long, there are 
several indications that the great black 
dragon is not the danger he seems. 

Hambly weaves these and other strands 
of plot into an absorbing tapestry of political 
intrigue and remarkably subtle romance. 
Dragonsbane, in fact, may be the first 
fantasy in a long time to handle romantic 
triangles (and there are several) with real 
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maturity and subtlety — and as an integral 
part of the story rather than a standard plot 
device. In addition, the lightly cynical wit 
that usually peppers Hambly’s narratives 
once again lends an air of plausibility to the 
yarn. 

Oh, yes — and then there is Morkeleb, 
the dragon around whom everything else 
revolves. Hambly has done an admirable 
job not only of describing the dragons of her 
world — through the practical eyes of John 
Aversin — but also of giving them charac- 
ter. One sequence involving Jenny and 
Morkeleb in the caverns of Ylferdun is 
especially noteworthy, and may finally give 
gamers a dragon’s-eye perspective on the 
value and lure of gold. Dragonsbane blends 
familiar backgrounds smoothly with refresh- 
ing, common-sense insight to create much 
more than just another dragon story, and 
readers will recall the tale with pleasure 
long after turning its final page. 


WHERE DRAGONS LIE 

R. A. V. Salsitz 
Signet O-451-14055-9 

One of the best episodes of the 
DUNGEONS & DRAGONS™ Cartoon 
Show described a quest for the graveyard of 
dragons. A similar journey is the focus of 
R. A. V. Salsitz’s first adult fantasy (as 
Rhondi Vilott, she writes multiple-plot 
children’s novels), but of the two tales, the 
book is by far the less successful. 

The difficulty lies in the way Salsitz uses 
the dragons’ graveyard device. In the televi- 
sion script, the graveyard is not merely a 
place to be found, but a setting that shapes 
the character and direction of the story. By 
contrast, Where Dragons Lie treats the 
dragons’ burial ground merely as a carrot 
held in front of the protagonists so that they 
will chase after it haphazardly through the 
book. 

Entirely too much of Salsitz’s story sim- 
ply doesn’t have anything to do with the 
main plot. The opening pages introduce 
Sharlin, who must find the graveyard to 
save her people. Yet the remainder of the 
book completely ignores this conflict, and 
not till the last page do readers learn that 
only a sequel will resolve it. (Nowhere else 
is a hint given that the book is the first of a 
series, much less that loose ends of this 
magnitude will be left hanging.) 

Dar, the other protagonist, is less inter- 
ested in finding the graveyard than in rid- 
ding himself of a powerful enemy, a 
conqueror called Valorek. As chance (and 
auctorial decree) would have it, Valorek’s 
power stems largely from a bargain made 
with a black dragon, and Sharlin’s knowl- 
edge and powers offer some hope against 
the creature. 

Before Sharlin and Dar are allowed to 
find out that there is a glimmer of hope, 
however, they must endure a long journey 
filled with the inevitable monsters, incon- 
veniences, and would-be associates. Among 
these are a witch, a demon, a dwarf, a 
grumbling wizard, and a sea serpent — all 
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of which serve mostly as parts of a perpetual 
obstacle course. 

Not even Salsitz’s dragons can save the 
tale from being virtually generic. The black 
dragon is unoriginally named Nightwing, 
and is given very little chance to do more 
than growl. And Turiana, the gold dragon 
Sharlin seeks, seems cloned directly from 
Anne McCaffrey’s novels. Claiming that 
Where Dragons Lie is just another dragon 
story is all too accurate. 


TIME OF THE TWINS 

Margaret Weis and Tracy Hickman 
TSR, Inc. 0-88038-265-1 $3.95 

As Sheri Tepper writes quickly, so do 
Margaret Weis and Tracy Hickman. Just 
six months after publishing the conclusion 
to the imposing DRAGONLANCE® tril- 
ogy, they are presenting the first book of a 
new series set in Krynn. In some ways, 
though, Time of the Twins is an even more 
unlikely success than one of Sheri Tepper’s 
books — it’s hard to believe that a novel as 
complex as this one could have been written 
that fast. 

What is perhaps most striking about the 
book is that it really is a novel in the literary 
sense, despite the fact that it concludes with 
a cliff-hanger of cosmic proportions. 
Though only a part of the larger story its 
authors are weaving, Time of the Twins is 
also the self-contained story of the fall and 
redemption of Caramon, Hero of the Lance 
and brother to Raistlin. 

Raistlin’s plans form the framework for 
overall conflict. Now master of the 


Tower of High Sorcery, he seeks lost spells 

of Fistandantilus, and dreams of displacing 
Goddess of Darkness herself as ultimate 
of evil. But the needed lore is missing, 


the time before the Cataclysm, hundreds of 
years in the past. 

Caramon is one of two people who may 
be able to stop his brother's efforts, but in 
the two years since the end of the first tril- 
ogy, he has become (of all things) an alco- 
holic. Weis and Hickman present this 
unexpected development with startling 
plausibility, and the interplay between 
Caramon and the normally carefree Tassle- 
hoff Burrfoot is thoroughly convincing. It is 
Tasslehoff who must nudge Caramon into 
going after Raistlin, and who impulsively 
throws an unknown quantity into the magic 
which takes them backward in time. But the 
gradual recovery from his illness is entirely 
Caramon’s own achievement. 

There are still odds and ends that do not 
quite mesh: none of the various factions set 
against each other seem responsible for a 
mysteriously vanishing tavern, and the 
master mage Par-Salian seems to have 
found a way around the AD&D® game 
restrictions governing magic rings (“several 
on each hand”?). But these are minor com- 
plaints, and what is more important is that 
the DRAGONLANCE® books appear to be 
avoiding the hazards of repetitive plotting 
faced by Katherine Kurtz’s Deryni tales. 
Authors Weis and Hickman promise to 
deliver a genuinely fresh chronicle of 
Krynn, and Time of the Twins more than 
fulfills the first third of the bargain. 


THE WARLOCK ENRAGED 

Christopher Stasheff 
Ace 0-441-87340-5 $2.95 

Six-guns and sorcery, mutants and magic 
— these are the catch phrases for AD&D® 
game campaigns combined with vastly 
different milieus and cultures. Such games 
are fascinating to play, but can be difficult 
and tricky to design without throwing one 
aspect of the combination seriously off 
balance. 

That’s why Christopher Stasheff's War- 
lock series is valuable reading for gamers 
interested in mixing divergent kinds of 
campaigns. In the magical planet of Grama- 
rye, Stasheff has created a setting in which 
both science and wizardry function to prac- 
tical effect. Technology is represented by the 
extra-planetary society of the Decentralized 
Democratic Tribunal, an interstellar federa- 
tion whose emissary on Gramarye is Rod 
Gallowglass. Magic — the more common 
variety — arises from the fact that Grama- 
rye’s original colonists have long since 
inbred assorted telepathic and psionic 
powers into their descendants. 

But Rod Gallowglass is also a wild card of 
sorts, in that he has the ability to tap into 
magical energies that don’t conform to the 
comfortably explainable genetic norms of 
the planet’s telepaths. And his marriage to a 
Gramaryan witch has produced four chil- 
dren whose considerable powers also don’t 
match those they are supposed to have. 

The Warlock Enraged picks up the story 
as two problems are reaching crisis stage: 
the phenomenon that released Rod’s powers 


has had the side effect of making him sub- 
ject to irrational fits of rage, and a mysteri- 
ous rogue warlock is threatening to conquer 
Gramarye’s government. A secret spying 
expedition is clearly called for, and it 
quickly becomes apparent that something 
very serious, and very strange, is going on. 

Stasheff is a cheerfully irreverent story- 
teller, and all the Warlock novels are 
marked by a pleasant sense of period and a 
good sprinkling of puns. And while The 
Warlock Enraged isn’t one of the best of the 
series — the moral of Rod’s emotional 
struggle is a bit strongly presented — it’s 
still a fast-paced adventure that charms as 
much as it entertains. 


SPINNERET 
Timothy Zahn 
Bluejay 0-312-94411-X $15.95 
For some reason, an amazing quantity of 
science fiction and fantasy — novels and 
role-playing games alike — concerns war 


and other forms of armed combat. It’s more 
than welcome, therefore, to find an occa- 
sional novel that concentrates more on 
technological puzzles and economic interac- 
tion than on ultimate weapons. Spinneret is 
that kind of book. 

Yet that doesn’t mean that the book is 
slow-moving or dull. Timothy Zahn begins 
with a premise full of possibilities: Earth has 
made contact with aliens who come in a 
startling variety of shapes and sizes and who 
are more interested in opening trade rela- 
tions than in taking over the solar system. 

Earth, meanwhile, wants to get busy and 
colonize the nearest uninhabited worlds. 
Except that there aren’t any — not until 
Astra, an asteroid-sized planet with abso- 
lutely no native metals, turns up. But Astra 
unexpectedly yields a windfall in the form of 
a mysterious metal-weaving artifact — and 
suddenly, everyone in the immediate galaxy 
shows up on the doorstep. 

In part, Spinneret is a tale of scientific 
investigation, though Zahn sprinkles techni- 
cal data lightly enough that it doesn’t take a 
specialist to follow the clues. The novel is 
also liberally stocked with political intrigue 
— Astra is an American colony, but techni- 
tally falls under United Nations control. 


The artifact’s discovery disrupts this ar- 
rangement, and the Astrans rapidly find 
themselves juggling orders from two differ- 
ent sources and simultaneously coping with 
several very interested alien species. 

As a whole, the Spinneret universe is 
probably too complex for most game mas- 
ters to adapt as a role-playing environment, 
though a full-fledged game might be an- 
other matter. But many of its parts could 
easily lit into a science-fiction campaign, 
and the story line should give gamers lots of 
ideas for things to do besides starting wars. 


Recurring Roles 


Arabian Nights novels have previously 
received favorable attention in this column, 
and Piers Anthony’s Hasan (Tor, $2.95) is 
no exception to the trend. Indeed, Anthony 
reveals in his postscript that his tale of a 
young man’s voyages in quest of his beloved 
is adapted from genuine fragments from the 
original Nights. Though faint touches of 
Anthony’s more modern fantasies some- 
times intrude on the style, the tale is still 
well worth reading for lovers of all things 
Arabian. 

As for those more modern books, Golem 
in Gears (Del Rey, $3.95) is the ninth in 
Anthony’s series about Xanth, and just as 
pun-laden and backhandedly logical as the 
rest. The story itself features cameo appear- 
ances from a number of previous Xanth 
adventures, and there’s a lexicon describing 
everything you could possibly want to know 
about the author’s world. More information 
may be long in coming — according to 
another postscript, more Xanth novels are 
likely to be preceded by further stories set in 
the world of Blue Adept. 

Sheri Tepper (of course) also has a new 
novel out, though Blood Heritage (Tor, 
$3.50) isn’t strictly science fiction or fan- 
tasy. Still, players of such games as Call of 
Cthulhu or Chill may be interested in Tep- 
per’s approach to horror fiction, which is 
both more logical and more overtly magical 
than is usual for the genre. One warning: 
this is one case where the back cover de- 
scription doesn’t give a very good portrait 
of the novel’s contents. 
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War Machine revisited 


Details and extra rules for D&D® game battles 


by Garry Spiegle 


When design began on the D&D® Com- 


panion Set rules, one of the tasks Frank 
Mentzer assigned to me was the formula- 
tion of a system to quickly handle mass 
combat. The result was the War Machine, 
now a part of the rulebooks. The system 
had to be short enough to fit into the space 
allotted, flexible enough to handle most 
mass-combat situations in a fantasy world, 
yet still have enough flavor to be something 
more than a sterile number system. 

Recently, while reviewing the rules in 
preparation for setting up a campaign in my 
hometown of Birmingham, I realized that 
the campaign would make heavy use of the 
War Machine during play, especially in the 
high-level games. Because of space limita- 
tions, many areas of the War Machine were 
not fully developed or expanded, such as 
the naval, scouting, and artillery rules. I 
also felt that some refinements or additions 
were necessary to prevent distortions during 
special cases when using the War Machine. 

The results of this review are the follow- 
ing optional and unofficial rules for the War 
Machine. They give the player and DM 
greater detail and wider latitude in playing 
the game. 

[All page numbers referenced below are 
from Book Two of the D&D Companion 
Set, specifically the section containing the 
War Machine rules. — Editor] 


War Machine modifications 

On page 12, under Step 1 (Calculate the 
Basic Force Rating), the method for deter- 
mining Leadership Factor is given. This 
rule is accurate and applies to most forces. 
However, there are cases where the rule is 
distorted due to unusual circumstances. For 
example, in the module CM1, Test of the 
Warlords, the king of Norwold has a body- 
guard of 20 fighters, all of 12th level. This 
means that the Leadership Factor is 200 (2 
times each 1% of the force at name level or 
higher, which is 100% in this case). This 
number, added to the remaining steps, 
yields a Basic Force Rating (BFR) and 
Battle Rating (BR) of over 400. Looking at 
the Combat Results Table, the distortion 
becomes obvious. The problem does not 
occur if the force of the king’s bodyguard is 
considered a part of the entire army of 
Norwold. However, during the play of a 
single game, you might wish to use only the 
BR of the bodyguard; in cases of this sort, 
in which a force of men of less than 500 
troops has numerous high-level, name-level 
characters, the maximum Leadership Fac- 
tor applicable is 100. 
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When any force is required to engage in 
combat with its secondary weapons, such as 
if a force of archers is attacked and fights 
hand-to-hand (with swords or daggers), 
then the BR of the force should be reduced 
by one-third, rounding up any fractions. 
This reflects the lesser training with the 
secondary weapon. 

When determining Combat Results (page 
14), the first requirement is to determine 
the troop ratio. The odds table show num- 
bers to 8 to 1. The following additions are 
recommended: 


Ratio Adjustment 
9tol +125 
10-11 to 1 +150 
12-15 to1 +175 
16+ to 1 +200 


Naval rules 

Naval rules, as given in the D&D Expert 
Set, suffice for handling a few ships in 
combat, although much is left for the DM 
to determine. Special activities, such as 
artillery, boarding, ramming, unusual ma- 
neuvering, etc., are not given any extensive 
treatment, nor do they need it in most 
cases. If the War Machine is applied to 
naval combat, a BR is required for each 
ship or force of ships. If a BR has been 
determined for a force of ships, a single ship 
or any part of the ships in that force has the 
BR of that force. 

When using the War Machine mass 
combat rules during naval actions, the troop 
ratio for a force of ships is determined by 
totaling the soldiers (marines) and sailors 
aboard the ships. 

With regard to sinking or capturing 
ships, the following rules apply: 

1. Divide the casualties from a single 
combat result by the number of ships 
in the force. This yields a Loss Num- 
ber per ship. 

2. If the total casualties is greater than 
the number of crewmen and soldiers 
aboard the largest ship, that ship is 
either captured or sunk (50% chance 
of either). Now subtract the number of 
men aboard this ship (sunk or cap- 
tured) from the number of casualties. 
If the remaining casualties are greater 
than the number of crewmen and 
soldiers aboard the next-largest ship, 
this ship is also captured or sunk as 
above. Continue the process until the 
remaining casualties are fewer than the 
number of men aboard the largest 
surviving ship; then go to step 3. 


3. Subtract from the number of men on 
each remaining ship an amount equal 
to the Loss Number determined in 
Step 1. Any ship with a crew number- 
ing less than this Loss Number is also 
sunk or captured. 

When determining the BR of a ship or 
group of ships, add + 1 to the BR of the 
force for each catapult on board the ship(s). 

War Machine modifications to the Com- 
bat Results Table include the following: 
Troop ratio is calculated from the total 
number of men aboard the ship(s) involved; 
morale, environment, immunities, and 
fatigue modifiers are as normal; and, ter- 
rain modifiers are not used. Modifications 
to the Combat Results Table for naval 
operations include: Retreat and numerical 
results relating to spaces advanced or re- 
treated are ignored; rout indicates surren- 
der; and, tactics and scouting options are 
not used. 

When two ships are engaged in combat, 
and at least one of them has a ram, then the 
ramming attack may be used. A ship must 
have a ram and roll highest on an initiative 
die roll to attempt a ramming attack. No 
ship can ram a faster ship unless the faster 
ship has decided to engage in combat, thus 
coming into range of a ramming attack. 
Use the following steps to determine the 
results of the ramming attack option. 

1. An initiative die roll is made by both 

attacker and defender by rolling 1d10. 
The highest number has the initiative. 
If the winner desires and is able, he 
may make a ramming attack. If the 
loser of the die roll wishes to counter- 
ram, he may do so this round only if 
his opponent refuses a ramming attack 
option or if his opponent is unable to 
make a ramming attack. 

2. If the winner wishes to attempt a ram- 
ming attack, both the attacker and 
defender make a percentile die roll. If 
the attacker rolls a number lower than 
the defender, then the ramming attack 
has failed, but the defender cannot 
attempt to counter-ram (go to step 4). 

3. When the attacker rolls a number 
higher than the defender, then check 
the Ship-versus-Ship Ramming Table 
below for modifiers to this roll due to 
the types of ships involved. 

4. Determine the difference (modified) 
between the attacker and defender’s 
roll. If the difference is 50 or less in the 
attacker’s favor, then the ramming 
attack has missed and the defender has 
the option to counter-ram. In this case, 


the defender goes to step 2 and the 
process is repeated, with the defender 
attempting his own ramming attack (if 
able). 

If the attacker’s roll was 51 or higher than 
the defender, then the defending ship has 
been successfully rammed and sinks in 2d10 
rounds. 


Ship-versus-Ship Ramming Table 


Defender 
Attacker War gal. Lg. gal. Sm. gal. 
War galley _— +10 +20 
Lg. galley 5 —_ +10 
Sm. galley -10 5 - 


Determine the galley types involved in 
the ramming attack. Only a ship fitted with 
a ram can use the ramming option. If the 
attacker has rolled a higher number than 
the defender in step 2 above, either add or 
subtract the modifier listed on the Ship- 
versus-Ship Ramming Table by checking 
the types of ships involved. For example, if 
a small galley attempts to ram a large galley, 
and rolls a higher number in Step 2 of the 
ramming attack option, then (-5) is sub- 
tracted from the attackers roll. 


Scouting 

Use these scouting rules only when an 
opposing and hostile force is known to be 
within a few hexes of your forces, or when 
moving through another area with hostile 
intentions. 

Scouts are not simple foot soldiers hastily 
looking over an opponent that suddenly 
appears on your doorstep. Scouts must be 
fully trained, mounted troops, capable of 
ranging over miles of territory to seek infor- 
mation about an enemy. Each scout for a 
force is numbered for purposes of gaming, 
and each is paid, trained, and equipped as a 
regular trooper. Scouts are organized as a 
separate force and given a BFR and BR of 
their own, unless considered as a part of the 
regular army. Whenever scouts take part in 
combat as a separate force, they use the 
secondary-weapon rule and reduce their BR 
by one-third. 

When scouts take part in combat as part 
of a larger army, divide the number of men 
in the larger army into the number of men 
in the scout force. The number results in a 
percentages. Reduce the Training Factor of 
the army by an amount equal to this per- 
centage when figuring the original BFR of 
the army. Thus, a force of 1000 men with 
50 scouts has its Training Factor reduced by 
5% (50 divided by 1000 = .05, or 5%). 

Scouts earn the same pay as a mercenary 
swordsman, wear no better than AC 7, but 
may be armed with any weapons save the 
lance. Each scout must have a good horse 
(not necessarily a war horse). All scouts 
train together and not with other types of 
troops. They are treated as light horsemen. 

No force may use more than 100 scouts 
for game purposes. Write down the number 
assigned for each scout; as scouts are lost, 
add others by placing new men in the places 


of those already lost. If a force contains 
25,000 troops or more, the DM may allow 
more than 100 scouts, but they should be in 
groups of 100 and listed as Scout Group 
100A, Scout Group 100B, etc. 

Each scouting attempt is made prior to 
combat. This is necessary because players 
can often note the presence of opposing 
forces on a map during play. Thus, scouting 
rolls are made before Combat Results are 
determined. 

A scouting attempt is considered a dan- 
gerous mission. After any scouting attempt, 
those scouts who took part in the mission 
and survived should have a mark placed by 
their numbers. Each mark allows the char- 
acter owning the scout force to modify the 
Scout Roll (see below) by one, to a maxi- 
mum of 15 for all scouts. Thus, if a scout 
force contains a scout with four mission 
marks and another with three mission 
marks, the character is allowed to modify 
the Scout Roll by any amount up to 7. 
Scouts with one or more mission marks are 
considered veterans. 

Once the opposing forces are in the same 
hex, those forces sending out scouts are 
allowed a Scout Roll. All effects are applied 
during the scouting period before the Com- 
bat Results. 

A character may send out as many scouts 
as he wishes up to the maximum he pos- 
sesses in his scout force, with an upper limit 
of 100. The character then makes a Scout 
Roll, using percentile dice. If the percentile 


roll is higher than the number of scouts sent 
on the mission, the scout attempt has failed. 
Check the Unsuccessful Scouting Results 
Table. If the Scouting Roll is lower than the 
number of scouts sent on the scout attempt, 
then the mission is successful. Check the 
Successful Scouting Results Table. In addi- 
tion, each scout surviving the mission after 
losses are applied is allowed a mark by his 
number, showing veteran status. 

Unfortunately, almost all scouting mis- 
sions result in losses. To determine the 
number of losses, find the difference be- 
tween the number of scouts sent on the 
mission and the number rolled on the Scout 
Roll, higher or lower (unsuccessful or suc- 
cessful). This number is the percentage of 
scouts lost on the mission. Thus the closer 
the Scout Roll number is to the number of 
scouts sent on the mission, the lower their 
losses. A player may modify his Scout Roll 
by using his veterans’ mission marks, as 
noted above. 

Thus, a scout force of 75 sends out 40 
scouts before a battle, including several 
veterans with a total of nine mission marks. 
The player rolls the Scout Roll and gets a 
65, modifying the roll to a 56 (closer to the 
number of scouts sent out). The difference 
between the number of scouts and the mod- 
ified Scout Roll is 16, or 16% losses on the 
mission (seven scouts — round all fractions 
up). The character now checks the Unsuc- 
cessful Scouting Results Table and finds 
that he must subtract five from the BR of 
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his main force during the coming battle. In 
addition, the scouts were part of the main 

army and the losses (seven men) reduce the 
number of troops for figuring Troop Ratio. 

Suppose that the Scout Roll had been 11 
instead of 65. Then the character would 
have modified the roll upward (closer to 40) 
by nine, making the Scout Roll a 20. The 
difference between the modified Scout Roll 
and the number of scouts sent out is 20, or 
20% (meaning a loss of eight scouts). How- 
ever, the scouting attempt is successful. The 
player checks the results on the Successful 
Scouting Results Table and gives his surviv- 
ing scouts a mission mark. The Successful 
Scouting Results Table shows the player 
that he may add ( + 10) to his BR. 

Thus, the more scouts you send on a 
mission, the greater their chances of success 
— but their losses could be devastating. 
Players should use their own judgement 
when preparing to utilize this rule as to 
whether a situation warrants the use of 
many scouts or not. 

When determining losses, each veteran 
sent on the mission has a 25% chance of 
being one of the casualties. Remove all dead 
veterans first, then remove non-veterans in 
any order. 


Unsuccessful Scouting Results Table 
Scouts lost Results 


40%+ - 10 to BR of main force 
6-39% - 5 to BR of main force 
1-5% no effect 


MAYFAIR GAMES 


Successful Scouting Results Table 


Scouts lost Results 
6% + + 10 to BR of main force 
1-5% + 20 to BR of main force 
None* + 50 to BR of main force 


Pas If the modified Scout Roll is exactly 
equal to the number of scouts on the 
mission. A character may use up to 
the maximum marks his scouts have, 
or 15, whichever is higher. The 
character does not have to use all of 
the modifier, only as much as 
needed. 


Positioning of forces 

Forces manuever across the game map 
using the movement rules from the D&D 
Basic and Expert Sets. Once hostile forces 
have entered the same hex, the combat 
rules from the War Machine are used. 
However, it is sometimes difficult to deter- 
mine who has the position, terrain, etc. One 
method, the positioning of forces option, is 
described here. 

Determining which force has what advan- 
tage within the rules before a battle requires 
that the force commanders give their troops 
a standing set of orders before engaging an 
enemy. There are three types of standing 
orders possible in this option: seek and 
destroy, defensive battle, and probe. Once 
the opposing forces are in the same hex 
(after the scouting option is used) check 
each forces’ orders on the Positioning Table 
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below. Locate the letter code and apply the 
results described immediately before the 
battle, unless otherwise specified. 

If there is more than one battle, then the 
force commander may secretly change 
orders before each subsequent battle. 
Knowledge of an opponent's standing or- 
ders should not be made to any character 
unless some sort of spying is used. 

The following are different types of stand- 
ing orders. 

1. Seek and destroy. This type of order 
allows a mobile force to actively seek 
out an opposing force and attack it 
immediately. Order of march, supplies, 
etc., are such as allow fast movement 
and quick battle. Forces with seek-and- 
destroy orders march 15% faster than 
their normal movement, but they 
cannot use the optional tactics hold or 
withdraw during the battle. 

2. Probe. Probe orders allow a force to 
penetrate hostile territory, but with 
slightly greater caution than with the 
seek-and-destroy orders. Forces with 
probe orders move their normal move- 
ment rate. Probe orders allow a player 
to use all optional tactics during the 
battle. 

3. Defensive battle. The defensive battle 
orders dictate that a force seek favor- 
able terrain before engaging in battle. 
Forces under defensive battle orders 
move 10% slower than normal move- 
ment rates and cannot use the optional 
tactics envelope, attack, or withdraw 
during the battle. 

Once a force has been given its standing 
orders, those orders cannot be changed 
during play except by direction of the code 
results described below. An exception is the 
use of the scouting option. A force that 
successfully scouts an opponent may, change 
its standing orders once before the battle 
occurs. If both forces are successful in scout- 
ing their opponent, then both may secretly 
change their standing orders before check- 
ing the Positioning Table below. Any force 
that was unsuccessful in scouting may not 
change its standing orders before battle. 


Positioning table 


SD DB P 

SD a b Cc 
DB b n d 
P c d e 


a) 
is) 
\ 


= Seek-and-destroy orders 

DB = Defensive battle orders 

P = Probe orders 

a = Each force rolls percentile dice 
(d100). The force with the highest 
number has the + 20 terrain ad- 
vantage from the Combat Results. 

b = Each force rolls percentile dice. If 

the force with the SD orders rolls 

higher, it receives the “on the 

march” attack bonus from the 

Combat Results ( + 30 Morale). If 

the force with the DB orders rolls 

higher, it receives the + 20 Terrain 

bonus. 


c = Each force rolls percentile dice. If the 
force with the SD orders rolls 
highest, the opponent must revert 
to DB orders on any immediate 
and subsequent battle. All casual- 
ties for that opponent are in- 
creased by 5%. If the force with 
the P orders rolls the highest num- 
ber, that force may opt to change 
its standing orders and reroll the 
dice roll, or it may refuse battle 
and retreat one unit of distance in 
any direction without battle. If the 
force decides to reroll and engage 
in battle, the opposing force suf- 
fers a 5% increase in casualties 
during that battle. 

d = Each side rolls percentile dice. If the 
force with the DB orders rolls 
higher, the opposing force has an 
automatic -10 to its BR for the 
next battle, and is also under 
automatic DB orders for any 
immediate subsequent battle. If 
the force with the P orders rolls 
the highest number, the opposing 
force has an automatic -10 to its 
BR during this battle only. 

e = Both sides make a percentile dice 
roll. Whichever side has the high- 
est dice roll is allowed to take the 
results from note a above, or to 
avoid combat and move one unit 
of distance in any direction. 

n = No battle occurs. 


a * 


Scouting (at the DM’s discretion) is 
required by the losing force to locate and 
bring the winning character’s force to do 
battle again. If able to accomplish this, a 
new positioning-of-forces check is made 
before the new battle can occur. Forces that 
have engaged in battle and remain in con- 
tact for additional battle(s) do not normally 
require more position checks. However, if 
the forces have been disengaged for a period 
of time (overnight, for example), the 
positioning-of-forces option may be used 
again. Ideally, the check should be used to 
allow the DM to determine which force 
manuevered to advantage during the time 
their forces moved before the battle. 


Officers and promotions 

There are three types of officers normally 
used when outfitting a force: sergeants, 
lieutenants, and captains. The command 
responsibilities of each vary from force to 
force. A sergeant in one force might have 
commanded a hundred men, while the same 
rank in another force might command only 
five. Thus a general system of officers and 
promotions should be established for use 
with the War Machine. The following data 
is for use as a guideline only. Each officer 
type should have a level as follows: ser- 
geants are level 3, lieutenants are level 5, 
and captains are level 7. 

Armor class and weapons are variable, 
but most officers have the same general 
arms and armor as the troops they lead. 
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Quality may be different, but this should 
not affect game play. 

Pay rates for various command figures 
are as follows: 

Sergeants — Double normal pay for the 
type of troops they command 

Lieutenants — Five times normal pay for 
the type of troops they command. 

Captains — Seven times normal pay for 
the type of troops they command. 

Additional monies can be paid to officers 
at the discretion of the force owner, but the 
DM must decide if this has any game effect. 

Promotions are available for troops as 
follows: 

A normal, 1st-level soldier who has 
served with a distinct force for one game 
year, and has survived at least one battle 
(win or lose), is qualified to be a sergeant. 
Sergeants can lead up to 40 troops in, a 
force. 

A soldier who has served at least one 
game year with a distinct force as a ser- 
geant, and has survived at least two battles 
(one of which must have been a victory), is 
qualified to be a lieutenant. A lieutenant 
can lead up to 160 troops in a force. 

A soldier who has served for at least one 
game year in a distinct force as a lieutenant 
and has survived at least three battles (one 
of which must have been a victory), is quali- 
fied to be a captain. A captain can lead up 
to 500 troops in a force. 

Other types of promotions and ranks 
(colonel, general, castellan, field marshal, 
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etc.) are up to the DM and the player own- 
ing the force. It is recommended that if this 
system is used when calculating the BFR of 
a force, only those officers meeting the 
above criteria be counted. Otherwise, the 
level of officers is up to the DM. 

When deducting casualties after a battle, 
the force owner should reduce the number 
of officers based on the number of casual- 
ties. One sergeant is lost per 40 men, one 
lieutenant per 160 men, and one captain 
per 500 men, cumulative. Thus the loss of 
170 men also means the loss of four ser- 
geants and one lieutenant. 


Types of troops 

When calculating the BR of a force, we 
took into account the use of bows, cavalry, 
and movement (including flying). Other 
modifications are possible, such as for type 
of infantry (light, medium, or heavy). By 
dividing the soldiers in a force into these 
different types, outfitting costs can be more 
easily and exactly determined, as well as the 
effects such types have on Combat Results. 
The reasoning for this is that a low-paid 
force of light troops should not have the 
same chance to win, in most cases, as an 
equal force of well-paid, well-trained, and 
well-equipped heavy troops. A character 


who arms, armors, and equips a force better 


than his opponent should have a better 
chance for victory, at least in game play. 

The following is a list of three types of 
infantry and three types of cavalry. Each 
type is listed with suggested arms and ar- 
mor, as well as the normal secondary 
weapon for such troops. Note that the 
weapons and armor listed are not cumula- 
tive; a light infantryman would have either 
a bow, a sling, or javelins, but not all three. 
While the exact outfitting of troops is up to 
the DM and the player, this list can make 
the task easier. 


Light infantry (LI) 
Armor — none, leather with shield 
Arms — long or short bow, sling, javelins 
Second weapon — short sword, dagger 


Medium infantry (MI) 
Armor — leather with shield, scale mail 
Arms — spear, pike, long or short bow, 
2-hand axe 
Second weapon - long sword 


Heavy infantry (HI) 


Armor — chain mail, banded mail, plate 
mail with shield 

Arms — spear, lance, long sword, mace 

Second weapon — long sword, mace 


Light cavalry (LC) 
Armor — none, leather with shield 
Arms — javelin, short bow, lance 
Second weapon — short sword, dagger 


Medium cavalry (MC) 
Armor — leather with shield, scale mail, 
chain mail 
Arms — lance, long sword, 2-hand axe 
Second weapon — short sword 
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Heavy cavalry (HC) 


Armor — banded mail, plate mail with 
shield 

Arms — lance, long sword 

Second weapon — dagger 


If using the basic types of infantry and 
cavalry listed above, certain additions must 
be made to the section of the War Machine 
rules dealing with calculation of BR. See 
page 13 (Book Two) for the section on which 
the following changes are based; conditions 
b and c are listed therein. Each time one of 
these statements is true, the bonus de- 
scribed in the rules is added to the BFR of 
the force. 


Mounted: 
b1 : If b is true, and 40% or more of the 
mounted troops are medium cavalry 
(MC). 
b2: If b and b1 (given above) are true, 
and 40% or more of the mounted 
troops are heavy cavalry (HC). 


Missiles: 
d1 : If c is true, and 50% or more of 
missile troops are bow-armed light 
cavalry (LC). 


Infantry: 

m: If 50% or more of the infantry is 
medium (MI). 

n: If 50% or more of the infantry is 
heavy (HI). 

o: This bonus is added after the terrain 
on which the battle takes place is 
known. Add the bonus if 40% or 
more of the force is light infantry (LI) 
and fighting in mountains, hills, 
woods or swamps. 


The descriptions of b1, b2, and d1 are 
added to the existing headings in the rule- 
book. The heading “Infantry” should be 
added to the list when calculating the BR of 
a force using the types-of-troops optional 
rules above. 


Basic outfitting costs 

When outfitting a force, the calculations 
for costs of arms, armor, and other equip- 
ment can be extensive. To make this task 
simpler, use the tables below. This list gives 
some standard outfitting costs for various 
types of soldiers, including cavalry. After 
each type is listed the following: the main 
weapon for that type of soldier; a set of 
numbers separated by a slash, representing 
the monthly and yearly pay of that soldier 
in gold pieces; a list of armor, weapons, and 
(if needed) horses, with costs in gold pieces; 
and, the total cost of outfitting the trooper 
with that equipment. The player may 
change the weapons or armor as desired, 
paying the different costs as determined by 
the DM or the equipment lists in the Basic 
and Expert D&D Sets. Note that, AC 7 is 
leather armor, AC 6 is leather with shield, 
AC 5 is chain mail, AC 4 is chain mail with 
shield, AC 3 is plate mail, and AC 2 is plate 
mail with shield. 


All costs and pay are in gold pieces (gp) 
unless specified otherwise. A silvered 
weapon costs 20 times the basic cost of an 
average weapon. To obtain a good- or 
excellent-quality silvered weapon, pay the 
basic weapon cost times 20, then double or 
triple that for the better weapon quality (see 
page 12, Book Two). For example: 

Sword (average) — 7 gp 

Silvered sword (average) — 140 gp 

Silvered sword (good) — 280 gp 

Silvered sword (excellent) — 420 gp 


Light infantry, short bow: 5/60* 


POT as de id ad netne tab oe ber tite cide tea bode Nahe 20 
Short bow w/ 20 arrows............. 30 
Short'swortd ies ois keine ee td 7 

TOtalccizad a3 Gal hia eter hw kee eles 57 


ECTS OB is Sg 8A tg he ti aa ak ht estates, 20 

SING. arte, Weis dg ShaG Aa ewae se Boake 1 

SHOrt SWOr dis ie be sesso e w altadea access ec tes eee deve 7 
Total isi sv ies Vee des eae 28 


PRCT ia ain eae de tb Ro a DeMa Srgha Te Shy 20 

Two javelins..................0.000, 6 

Short: Sword i.e cg iak dee Gh laa dW biboe ss 7 
Otay 6gstcsnpedichn fe sy eee sev lgywitond von ay 8 33 


DCT hiss. stele Se elie he eae th ee abates 20 
One: DOWeries. tid oy we Gases bee os 40 
Short swords $3 2 64055 oe hed EA ee eens 7 

"TOtal 2:83 4..aieteve ceeaeemn asd acckew due Bites 67 


Medium infantry, spear: 3/36 


AC H/AC DB listen cident Papa 30/40 

SPC i: Sencar Senet se Scape gh aeasecnrec tie eae no ttus 5 

Short/long sword. ................ 7/10 
Total csicsiuen eas ean e nodes 42-55 


Medium infantry, short bow: 8/96* 


AGT/AGC Doi sis nace cite Cbeeaaae 20/40 
Short bow w/ 20 arrows............. 30 
Short sword........ 00.0.0. c eee eee ee vi 

hotal: ec2¢72e Agius beat das 57-77 


D_N Gils See ree Pe et Pr ee ee 40 

LONEDOW os. cesta os hh cee oR Randa 40 

Short sword ......... 0.000 e cece eens 7 
Total tx tesserae cscs ee og Leto 87 


DCD sees Sian hdodte d aMntatin dtd oe ORE wi 40 

Two-handed axe.......... 0.00 c eens 7 

Dar pets carne dana: ve Ws ee te coat alal se yes 3 
Totals Sita dtd Aen tel dt Mle Sed Sf 50 


AC 6/AGC A Siri ho kde eee as 30/50 

Long sword................. 0-000. 10 

Dae Or dirs a ccatete ure aecds wi geatacy iin eights 3 
Totals. aoreriseuiie Gate aaa Ph a 5% 43-63 


AG ix Miedo fe tend Gen eats toe cae Maiadnares 40 

Two-handed sword ..............085 15 

Short sword .......... 00. c cece e eae 7 
0) +1 nee eee re 62 


Heavy infantry, sword: 3/36 


BCA oN Se tenlle ody Hits Peeves Geeks Bray 50 
Long sword.................02000, 10 
Dar ger caeteds kre’. coseden stele wale atin as 3 

TOtal iss bi bon oa ebb eae sd Aas 63 


PCAs hls te tasdinctll, Aaa ls aad cone ee es 50 

PCA oo. soe adis ss: ween shee og ncte ho ena grote a 3 

Long Sword ics. f be veg ese es 10 
Total): cote Otgraistuds bseed donot on aten ae 63 


ACD bd hace a hg et, he ek ae eee a 40 
Heavy crossbow w/30 bolts......... 60 
SHOrt SWOPE 0c: eres $5 whee eee Res 7 

Total gcse gd yb eb ote eels gh eee 107 


CB sched ial asitede Ces thrsges ROSEN CES wth gs Beak teen 60 

Two-handed sword.............0005 15 

SHOE SWOLG 30h cuts cee donee b semis ce ake 7 
ROtal.d gre dca o eS ig www teas beertey aes € 82 


DCT eeiigitsh aed: ota atlas Rate, Ginse BAe eae 20 
Short bow w/20 arrows............. 30 
Shortssword a. zis tis... cess a eb i ae 7 
Riding horse...................000. 75 

Totals ic, aiae Chie ote ee oe das 132 
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Lance/two javelins ................ 3/6 
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Light cavalry, javelin/lance (cont.): 
Riding horse..................000. 75 


D2 Cl SAR re eee 40 
Tse OCs dg nace ¥ tnnel Bas te Oca ANe le, Sees ar Ras 3 
Long sword.................0.00005 10 
Riding horse..................000. 75 
Totaly nen cis Weta eta taeda was 128 


Heavy cavalry, lance: 20/240 


A CAPAC 2D oh iewncisn, watydin Soot igen eigeess 50/70 
TAIT C Oeste viesenai clon ei eh ik dean sen AS wih 3 
Long SWOrde co. k ke dred liee Pee asa ort 10 
War horse... 00... cee cee eee eee 250 
Barding (optional)................ 150 
Total. siiva Seth iste Oh occa aty an 313-483 


* — Range less than 100’, for purposes 
of determining the BR of a force. 

— Range greater than 100’, for pur- 
poses of determining the BR of a 
force. 


*k 


Heavy cavalry horses must be trained 
war horses in order to fight in groups with 
other war horses. Lances are normally used 
in a mass charge; then the cavalrymen 
switch to their swords (or other hand weap- 
ons). However, when these cavalrymen use 
their swords, no secondary weapon penalty 
is assessed to the BR of the force, as these 
men are trained in both lance and sword as 
primary weapons. 
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The uncommon tongue 


Modify modern English to add spice to your game 


by Gregory Andersen 


In most AD&D® game campaigns, the Dungeon Master tries to 
introduce some elements of language. Different kinds of speech may 
be encountered in different parts of the world, and old or forgotten 
kinds of writing may be found in ruins and libraries. Depending on 
the languages known by a character, he may or may not be able to 
read certain documents or communicate with those around him. 

This can be an effective way to develop the cultures in a world, 
but in terms of game presentation it does present problems. Alpha- 
bets such as runic forms can be used to represent unfamiliar writing, 
and whole languages can even be invented when required. However, 
since players will usually not be able to understand these without 
some study, the DM must be willing to translate them or have them 
remain unreadable. 

A particular character usually knows a number of languages. 
Indeed, scholarly types (i.e., magic-users and clerics) will probably 
make a study of them, and traders will probably learn several as 
good business practice. It cannot always be assumed that a party will 
be so sophisticated, though. Also, while the languages of neighbor- 
ing lands may be familiar, what reason is there to think that an 
adventurer should be able to learn the archaic words on some crum- 
bling piece of parchment from centuries past? 

Languages do die out, sometimes abruptly. For example, by the 
time of the Caesars, there was perhaps only a handful of Romans 
who could still understand Etruscan, which had been widely spoken 
in central Italy only a few centuries before. More often, languages 
evolve into other languages over time; from the Latin of the Roman 
Empire, we now have a number of languages ranging from Spanish 
to Romanian. English, too, has undergone and is still undergoing 
this transition. To someone whose view of medieval Britain comes 
from a diet of Shakespearean plays and Hollywood epics, it may 
come as a surprise that the language of the period was not anything 
closely resembling Shakespeare’s Elizabethan prose, but something 
closer to a mix of about equal parts English, French, and Low Ger- 
man. Old English, spoken a few centuries earlier, is hardly recogniz- 
able as an ancestor of English at all, resembling perhaps one of the 
Scandinavian languages. 

All of this does not really have anything to do with gaming, of 
course, except to provide us with a model with which to construct 
the languages of a world. Suppose that for the “common tongue” 
there is a related, archaic “ancient tongue.” Such a language would 
be but a distant memory for most men. Possibly only a few masters 
of the arts of learning can understand it fully, yet it promises untold 
knowledge to those who can fathom the secret and magical writings 
of that bygone period. Suppose, as in our previous example, a char- 
acter comes into possession of a piece of script hundreds of years old. 
Will he be able to read it? Could you read something, say, 600 years 
old? 

Such a scenario is not difficult for a DM to simulate. In fact, no 
exotic words or language learning rules need be developed. Instead, 
English (more specifically, Middle English) is used as a model. Spo- 
ken from a.p. 1150-1450, it is close enough to our own language to 
be understood by the careful reader or listener, but still retains 
enough unfamiliar elements to sound like something appropriate to 
fantasy. With a little practice, it is fairly easy to write simple senten- 
ces for game use with the aid of this guide. Exact grammatical cor- 
rectness is helpful, but not necessary for gaming purposes. 

Depending on the degree to which the language is used, different 
purposes can be achieved. At the simplest level, flavoring a message 
written in ordinary English with a few words like scrowle for scroll, 
wysard for wizard, and he loketh for he looks makes it more interest- 
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ing and gives it a familiar archaic sound. Sentences written out 
completely in Middle English add to the authenticity; depending on 
the degree of complexity used, they can become a kind of word 
puzzle to test the cleverness of the gamer. Finally, words which have 
lost or changed their meanings may be used to confound or tantalize 
players. For example, the cryptic word woodnesse (madness) 
scratched on a potion flask might not be decipherable, but it will 
give the wise character enough reason to pause before drinking. Old 
English, or Anglo-Saxon, is easily adapted to this use, but it is the 
author’s recommendation that it be used sparingly, if at all. 

The process of creating sentences, as well as their uses, is best 
understood by going through it a few times. As an example, suppose 
I am planning a game around a rampaging dragon. No one has seen 
this particular dragon in the region for a few hundred years, so 
knowledge about it is rather sketchy. Characters searching the local 
archives for records may find an old rhyme: 


From caverns creeps a loathsome beast; 
The red dragon flies from lands east 
To steal the treasure of distant lords. 
In dread, men name him Gormithor 


Not the best verse ever composed, perhaps, but it does reveal 
some useful information. Now, to convert this into “authentic an- 
cient tongue,” I collect the words I want to use and lay them out: 


from/cavern/crepen/a/Noothly/beest 
the/rede/dragoun/fleen/from/ond/est 
to/stelen/the/tresor/of/ferne/lords 
in/drede/men/clepen/him/Gormithor 


I did not bother to look up the most basic words like from, a, or 
of, and did not alter lords because it is part of the rhyme. The two 
unfamiliar words, ferne and clepen, are taken from Chaucer, but 
substitutes could have been found without going to the extra effort. 
Finishing the exercise is simple a matter of putting the final gram- 
matical touches in: 


From cavernes crepeth a loothly beest; 
The rede dragoun fleeth from londes est 
To stelen the tresor of ferne lords. 

In drede, men clepen him Gormithor 


Note that, in this case, rede and ferne were found with final e’s 
already attached, and him did not need to be changed (as per the 
grammatical rules below). 

From this poem, it can be learned that the dragon comes from a 
cavern in the east, the dragon’s name is Gormithor, and some sort of 
treasure is hinted at. More lines may reveal more information. But 
is the poem too hard to understand? Possibly. Words like ferne and 
clepen are rather tricky, and the key word est might be missed. 
Assuming that these elements will leave players baffled, I might 
make substitutions such as putting a few of the old words back until 
it makes sense. But if you don’t want to reveal everything right 
away, it can be left as is. Here is one more example: 


These books are relics of ages old, 
When dwarves bore axes of iron cold; 
In them, you will read of walking death 
That slept not, ‘neath stones great. 
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these/book/are/relik/of/age/oold 
whan/dwerf/beren/sparth/of/yren/cold 
in/them/you/will/reden/of/walking/deeth 
that/slepen/not/‘neath/stoon/great 


These bookes been reliks of ages oold, 
Whan dwerfes baren sparthes of yren cold; 
In hem ye wol rede of walkinge deeth 
That slepede nat, ‘neath stoones greet. 


Again, I did not look up all the words, and sparth is only included 
for interest; axe would serve just as well. Neither have I necessarily 
followed the grammatical rules to the letter. If I wished, I could put 
some of the original words back to make the meaning clearer. A DM 
could also allow for some type of translation abilities if it seemed 
appropriate. By itself, though, the language creates some of the grey 
areas that exist in any new and unfamiliar language, even after one 
has studied it for some time. 

Obviously, this language system is easiest to use in written form, 
as in books, old maps, inscriptions, etc. It does offer a few possibili- 
ties for speaking encounters. Creatures that might logically speak an 
ancient tongue include all types of undead (who says a long-dead 
ghost must speak modern American English?), beings awakened 
from a long, enchanted sleep, or isolated groups, like a lost clan of 
warriors on a remote island. Such encounters will quickly become 
unmanageable if allowed to turn into a question-and-answer session 
with slow and painful translation. It would be best to have the crea- 
ture give a short speech and then do something else, like attack, or 
else have a short list of stock replies ready for it to use. 

It should be noted that this article is intended as an aid to gaming 
only, and should not be regarded as a complete reference for any 
other purpose. If the reader is interested in the finer points of Mid- 
dle English grammar, including the numerous exceptions to the rules 
presented here, further study is encouraged. 


From English to “ancient tongue” 


Step one 
Write the message out in everyday English. The word order and 
syntax will remain virtually the same in the translation. 


Step two 

Select the proper word equivalents from the lists provided with 

this article, and write them out in the same order as given in the 

original message. There are four alternatives to choose from when 
making word selection: 

1. Use a modern word. There is a good chance that it will be the 
correct word in any case. 

2. Make up your own word by converting a currently used word 
into pseudo-Middle English. Similar-sounding Middle English 
words can be used as a guide for doing this, or you can develop 
your own system. For example, an -ow ending could be 
changed to a -we ending, or -le to -el. 

3. Look the word up. A good English dictionary will give the 
Middle and Old English (ME and OE) equivalents for most 
words. Other forms, such as Old French (OF) or Old High 
German (OHG), may be given as well, and may be useful. 

4. Use a word equivalent which has lost its meaning. These re- 
quire some research, usually in original language editions of 
works of literature, such as Chaucer’s Canterbury Tales. Gram- 
mar books and the like tend to be too technical to be of interest 
to the average reader. Often, the word used will be a matter of 
choice. For example, Chaucer uses at least three words for 
“dagger”: anlas, boydekin, and dagger. 


Step three 
Correct the grammar of the sentence as much as possible. Note 
the following guidelines: 
1. Most simple articles and prepositions (such as of, in, on, a, the, 
etc.) are the same as their modern equivalents. There are a few 
exceptions, such as eek for also. 
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2. A selection of commonly used first-, second-, and third-person 
pronouns follows: 


Singular forms 


1st person 2nd person 3rd person 


I thou he/she/hit (it) 
my thy his/hir/his 
me thee him/hir/him 


Plural forms 


1st person 2nd person 8rd person 


we ye they 
oure youre hir 
us yow hem 
Forms of be 
Present tense Past tense 
Iam I was 
thou been thou were 


he/she/hit is he/she/hit was 
we/ye/they been we/ye/they were 


The negative form adds the word ne before is, was, etc. (e.g., 

thou ne been, I ne was). This can be contracted to nis, nas, etc. 

3. To conjugate a verb, first cross out the ending, if it was listed 
with one. (Dictionaries usually list them with an -en ending; for 
example, finden would be changed to find-.) Then decide 
which tense to use. For the present tense, tack on the following 


endings: 
Pronoun Suffix 
I -e 
thou -est 
he, she, hit -eth 
we, ye, they -en 


For past tense, decide whether the verb is strong or weak. If the 
modern form takes an -ed ending (as do most words, like love/ 
loved)), use the weak ending. If it does not take an -ed ending, but 
changes its central vowel in the past tense (like run/ran), use the 
strong ending. 


Pronoun Weak suffix Strong suffix* 
I -ede (a) — 

thou -edest (a) -e 

he, she, hit -ede (a) — 

we, ye, they _—-eden (a) -en 


— The (a) indicates that a central vowel change involving a, 0, 
or u occurs in the word. 


The future tense is denoted by wol or shal (will or shall); for ex- 
ample: he wol finde and he shal finde. The use of the future tense 
requires an -e suffix to the verb. 

The imperative form (involving a command, like come here!) 
depends on whether it is addressed to one person or several. If to 
one person, no suffix is added. If to several, an -eth suffix is used 
("Findeth my ring, varlets!”). 

The infinitive form (e.g., to give, to find, to have) requires an -en 
ending to the verb (such as bidden, meaning to ask). 

Any verb can be changed into a negative by adding nat (not) after 
it. Example, he findeth nat and he shal nat. 

Participle suffixes that may be used are below: 


Present Past, weak Past, strong 
-ing -ed -en 


Common sense and experimentation will yield any other verb 
forms necessary for gaming purposes. 


Hs faut PLAYING GAME 


ies *YOU ARE THE LAW 
= IN THE 22ND CENTURY 


As a Judge you strive to enforce justice in a city of 400 million people, a city riddled with 
crime and violence, you face a whole series of dangers, from deadly mutants to organ-leg- 

gers, from careless litterers to psychopathic futsies. 

You are a one-man judge, jury and executioner in a state ruled by the Judges. You'll work 
your way from a rookie right up to an experienced lawman. 

As the Gamesmaster you will present your players with a series of new situations, using 
the Justice Department's computer to relay information to the Judges on the street. You 
can provide back-up services such as laboratory analysis, comprehensive records and 
special equipment. 


we FEATURES: 
4, Character generation - enables you to begin play as a rookie or fully fledged Judge, 
and provides means of generating a character of any level. Innovative skill characteris- 


tics include technical skill, street skill, etc. Specialist abilities allow you to develop 
your character - there are 62 abilities in total! Generation includes full details of 
er weaponry and equipment; the Lawgiver gun, the Lawmaster bike, etc 


Games System - based on the popular percentile system that obviates the need for 
endless dice rolling. Easily learned but detailed mechanics, with characters’ actions 
distributed into phases so there is never any doubt as to who is doing what and 
when. Full rules for armour, damage and its effects 


Background - provides the players and games- 
master with a thorough guide to the Mega-City, 
the huge conurbation that sprawls across the 
Atlantic seaboard of 22nd 
century America. Since the 
atomic wars it has been sur- 
rounded by radiation desert. Lif 
inside the Mega-City is harsh, life” 
outside impossible. Harsh times. iy 
require harsh laws and tough —s ® 
men to enforce them. Rules are pro- ..,. . 

vided for creating all of the 

strange inhabitants of the ° 

+ future, as well as city blocks, 

vehicles, robots, etc. JUDGE 

DREDD - The Role-Playing — 

Game includes two scenarios 
: with play sheets and cut-out 
“card characters, and 200 pages of 
information! 


(é 


JUDGE DREDD is available NOW “from all 
good games stores or directly by mail for $16.00 from: Games 
Workshop U.S., 9110F Red Branch Rd., Columbia ibe aie rch = SBE eon. 5 veo 
Tel. (301) 9640262. Add $1.50 for postage and handling (for ¢ first all-action scenario for ni 

total orders less than $25.00). Maryland residents add 5% wack pital rar ie GARE: 

sales tax. Payment must be in U.S. funds. Allow four weeks JUDGE DREDD © 1986 IPC Maga aed be 


for delivery. 


4. The following are a few rules concerning nouns and related 


modifiers. 


When modifying a noun, an adjective takes an -e ending. For 
example, when using oold with wysard, we get the oolde wysard. 
Plurals are created by adding -es or -s to the noun. For most 
words ending with a consonant, -es is the preferred ending. For 


example, lond becomes londes. 


A possessive is created by adding -es or -s. Again, -es is preferred 


for words and names ending with a consonant; for example, the 


knyghtes tale. 


Pronunciation 


Consonants are pronounced in the modern manner, except that all 


of the consonants present are pronounced, such as the k and gh in 
knyght. The gh sound corresponds to the ch in the German word 
ich. [Those who recall the manner in which the Frenchman pro- 
nounced the word “knights” in Monty Python and the Holy Grail 
(ka-NIK-its”) should grasp this more easily — Editor]. 


Vowels are pronounced as done in German, French, or Italian. If 
that doesn’t sound right, pronounce them as in modern English. See 


the table below. 


Vowel Pronounced as 

a a in far 

e a in fate or in fare 
e* a in comma 

Ly e in he, or i in pin 
fe) o in go 

- U u in pull 
— The final e in a word, such as in fere. This is written as an 


upside-down e in pronunciation guides. 


The final syllables -e, -ed, -en, and -es form an additional and 
separate syllable. Pronounce one more syllable than is currently 


pronounced in these cases; for example, fere (fire) is pronounced 


fer’-e. Silent e sounds are not used. 


Suggested reading 


Literature: 


Look for editions of Old or Middle English texts in the original 


language, with glossaries, footnotes, or translations. Books are listed 
here in reverse chronological order. 


Le Morte d’Arthur, Thomas Malory (1485). 

Canterbury Tales, Geoffrey Chaucer (1387). 

Troilus and Cressida, Geoffrey Chaucer (1385). 

Sir Gawain and the Green Knight, unknown (14th century). 
The Anglo-Saxon Chronicle, unknown (9th-12th century). 
Beowulf, unknown (7th or 8th century). 


Reference: 


Stratmann, Francis Henry. A Middle English Dictionary. Oxford: 


Oxford University Press, 1978. 


Webster’s Third New International Dictionary. Springfield, MA: 


G&C Merriam Co., 1981. 


Archaic word lists 


Nouns 

AITOW. .........000- arwe 
AKO Serta heats -Sparth 
Dag. cdricsin se eee 8 poke 
barbarian ......... .barbre 
battles «ice he eee 3 batel 
beast ...........00. beest 
bottle: 5 s.02.04406e eds botel 
BOW es oes hace .bowe 
buckler (shield). .... .bokeler 
castle .............. castel 
chains wee, -knettinge 
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chain mail coat. .... .hauberk 
CLOAK a5, ses tes eutete .cloke 
copper ............ .coper 
CUPS ruaesienesudeess .coppe 
death ............. .deeth 
ice: a8 oh ch Rees .dees 
dog (large). ........ -alaunt 
dragon. ........... .dragoun 
EU GS: oon eee soece eens .drogges 
dungeon .......... .donjon 
Ch 2:15 ee dwerf 


Clg ceased eaeae 285 .elf 
CVS eased wisest .eie 
PIP cep tee eo eies se gatess .fere 
LOO ie. 625 hoists -mete 
forester ........... forster 
CHOSE gece bine oe ee -goost 
SIAN 4 cbse ee oN geaunt 
goblin ............ .gobelin 
COMA aientta ihe ete Meenas gold 
(200) Us Eee eee ne .gild 
hand ............. -hond 
Harpe sure gusts .citole 
helmet ............ -helm 
horse ............. .courser, 
hors 
horse (war) ........ .destrier 
MATS eckdia tors eo poted ce in 
WOM ie whe ee ea -yren 
Plan desc ted ee els Ys yle 
jeweltyie.s:¢.4.09444 -perree 
knight? aos bars ew sk -knyght 
Lard ssecdsccdeeci suit cottons ts lond 
lWtes toe tin eetesteeae aes ibible 
MARIO) 30d sho ots: O03 -magik 
MAT 6 sion Madde .wight 
MAZE sion date da d -mase 
MILTON 5: os av Geant go -mirour 
monster. .......... -monstre 
number ........... noumbre 
ornament (jeweled) . .nouches 
Adjectives 
black isssehe acess -blak 
blues s..3.0 5.8 feb boek< blew 
(0 (=): le Dae eee ee deed 
distant ............ ferne 
Faits Sc. d5 bs oe ie cee fair 
false... 2... eee fals 
foolish ............. nyce 
Pleat eit tte greet 
SPECT. secs. cea de es -grene 
hideous ........... -loothly 
119 | er eae are hie 
low. .... 2... eee ee Jah 
MA. Serie sass Behe es .wood 
Verbs 
awake ............ .adaw- 
ASK. esos Aiea ee hs .bidd- 
break’ fo sccis koe! brek- 
Burn’ &. &. io saves d4 brenn- 
BULY ee isha eee. beri- 
CACC: oi 55cc.stue dasces 5 hent- 
CLEC) oie, diseewd wise crep- 
dread: cisividke canes dred- 
Cat cries eee a wtaetas et- 
escape ..........., .Scap- 
PICT bss | cote cae cuneeitss fight- 
FIN yest ce ess sete find- 
FLY! 33 dab disvats teases S fle - 
guess............ devyn- 
have............00. hav- 
Real): 5 he ess .sound- 
NCA? 0's kewl es her- 
160K: eb ddoon BAe. lok- 
TAME syn Soke a aes clep- 
OPO jas dalam ate Fis a open - 


POD Sein tale ae hee penne 
poison ............ -poyson 
PHESE se sednie nd eas -preest 
ThyMe F006 6h bees rym 
SCTOM) es sein 8 oob. 9 sete .scrowle 
SOA ix cried we antsiaes .see 
secret .........0.4- -prevey 
shield ............. .sheld 
SHEP reubhisot Siataadacinaids a schip 
silver. .........0. silver 
SlAVC Eo tee en Stearn thral 
sound, voice........ stevene 
Spear teehee hie. spere 
spider............ 04. loppe 
squire. ............ -squyer 
Staff’.....5s48363488a staf 
[106) 4 (<r .stoon 
Street SF tes Sette es -strete 
sword. ............ .swerd 
table. . .bord 
thief). ssd4ycasiur 4 theef 
OWN 3 Steg ee ee F toun 
CHAP os erection wae cod -brike, 
trappe 
treasure ............ tresor 
WiNE...........005- wyn 
Withee: thee oct acy eas wicche 
wizard........... wysard 
wood ............-- shawe 
WOOP a!e fics allen hae ead word 
NEAL i, oe sate eee eee ny 
OA. soht ae hoes, S408 .oold 
perfect ............. parfit 
TOO od edtncigend tected wos rede 
SOCTO Eo. 6 2.25 ine teed coheed -prevey 
small ............. smal 
210 ol ae sswich 
0 6 | .trewe 
white. ./.scacsmedane .whyt 
wicked ............ .wikked 
WISE. og:6 edge de ewe .wys 
yellow ..........50. yelwe 
young ............ yong 
read: 4.023 6s kw! red- 
rescue ............ rescow- 
TAO? oii nareislne nian ns tyd- 
Salis catia nares .seil- 
shoot ............. .shot- 
SUNS os cone We ort axes a .syng- 
Slay va ot ee ttee Ot as .sle- 
SCP iis 'accs cineents Bs slep- 
sleep (put to). aswev- 
SPOale i. nid atireite det spek- 
steal ..........000. stel- 
summon .......... somon- 
SWAT foci ou gancer coboet gratis .swimm- 
throw ............5. thraw- 
Walks: 5 vo. 2568 en VR oe .walk- 
WHILE eek ee beets endyt- 


“Bat certain issues strokes 
Towards which advance the 


Macbeth, V.iii 
William Shakespeare 


There's a new force at work in the fantasy world, an undercurrent of tension that gives new 
determination to the always-troublesome minions of evil, and causes the soldiers of justice and 


goodness to grip their weapons a little 


is teased from his extradimensional citadel by the lure of the mysterious Chalice of Lentagern. 
In his attempt to seize control of this magical item and win control of the universe, the Balrog 
lord accidentally unleashes forces beyond his control! A rift between the planes of existence is 
torn open, and the conflict between Ral and the lord of Law and Good spills out across time 


and place. 


Now we begin to see some of the personalities of the Chaos Wars™ coming to the fore. For 


example, one of our releases along this 


the warriors who will lead the armies of good and evil in the Wars. More than simple individuals, 
these leaders have personalities and philosophies that are so dynamic and polarized that they 
represent symbols, in themselves, of the divergent factions competing within the fantasy world. 
Here are a couple of examples, two of the ten characters contained in this set: 


COUNT CALIBURN OF THE CHAYGRIS 


Count Caliburn is the scion of a noble 
family with a long history. of martial 
excellence. His whole-hearted dedication 
to noble ideals and personal purity has led 
him to adopt the unicorn as his symbol. 
The Count is known far and wide as a 
paladin of right, justice and chivalry. 
WHERE ENCOUNTERED: At the head of 
the forces of good. 

NUMBER ENCOUNTERED: 1 (unique) 
HIT POINTS: 15 ~ 

ARMOR: Full +2 plate 

WEAPONS: Enchanted sword (2d3+3) 
ATTACK CHANCE: 75% with sword; 65% 
with other weapons. 

SPECIAL ABILITIES: Immune to poison. 
Notes: The Count may lead any of the 
forces of good. 


20-833 20-834 


Partha Paints Feature Color: 77-711 Dun. 

One of the most versatile and useful colors 
in the entire Partha Paints range is 77-711 
Dan. It's a medium-value mustard yellow 
— not as dull as a tan, not as glaring and 
bright as a full yellow. It's very useful for, 
among other things, portraying freshly-cut 
planking on ships or siege equipment or 
the wood of weapon shafts. If you want to 
add the effect of wood grain or aging, you 
might want to streak in a little 77-713 Red 
Brown, or perhaps 77-707 Grey, or both. 

Other good uses for 77-711 Dun include 
portraying unfinished or untanned leather; 
the famous Confederate “Butternut” color; 
and desert sand (for use on vehicle armor, 
eic.). Mixing one part 77-711 Dun with two 
parts 77-705 Flesh gives you an excellent 
color for highlighting Eastern flesh tones, 
too. 

Dun is also very useful in the complex col- 
orings of several kinds of horses. There is, 
of course, a kind of horse called simply a 
“dun,” and his body is mostly of this color 
with dark bréwn and black detailing in the 
legs and mane... There are many other 
color schemes that use Dun heavily. 


New BATTLETECH™ War Robots. 


“Fellow gamers! 
Here are more 
exciting selections 

from the fabulous 
world of Ral Partha 

Enterprises! ” 


Before my body I throw my warlike shield! | want to subscribe to the Ral Partha 
Enterprises Chaos Wars War Bulletin and not miss a single one of this year's five 
big issues of character sketches, scenarios, and other assorted wisdom from the 
Chaos Wars thinkers. Enclosed is my check or money order for $5.00 payable to 
Ral Partha Enterprises. 


Send to: 


Ral Partha Enterprises 
Chaos Wars Command Post 
5938 Carthage Court 
Cincinnati, Ohio 45212 
must arbitrate: 


Chaos Vers!” 


tighter. It’s the Chaos Wars!™ Ral, Lord of the Balrogs, 


The Eleven Fighter/Magic-User. 


A rare combination of classes available igi elves, and only to the toughest among them — 
a fighter who is also a magic user. As the young elf leaves the serenity of the forest and embarks 
upon this strenuous double career, his clothing and weapons are simple and the search for 
wealth and experience is just beginning. This is when you can use the first figure of the 3-figure 
set to represent him. In time, successful adventures and profitable encounters.permil the young 
elf to acquire a better sword and stronger armor: the magic talisman in his left hand is new and 
more powerful. At this point you can switch to the second figure of the three. 

Ultimately, fortune smiies upon the once-humble elf, as his sumptuous clothing and top-quality 
elven weapons and armor attest. He has become the Master of this difficult profession, exuding 
an aura of physical and magical strength; the third figure of the 3-stage character set represents 
him now. 

3-Stage Characters, Sculpted by Tom Meier, Each pack contains three figures representing 
three successive stages in your character's development! 


line is the boxed set, 10-414 Warlords, which includes 


= eemecausnel 01-315 Fighter ..............-. eee eee 
K Kanthlat Thulussun is named in most records 01-316 Ral " 

as the master of the Chaos Fleets. Despite his 01-317 Magic Use SSSR SMa AEM eanson gion st 
affinity for oceans and watery places, where 01-318 Hobbit Thief ol 
he can fight without hindrance, he remains a = 01-319 Elf Thiet |) 
formidable warrior on land. 4 eit matt i tacip canes een apa ts Racha 
Thulussun wears a helm of arcane design 01-321 Human Ass a = is in Pee vere Se Mae 
which hides his features. It is said that no one 01.322 Barbarian Fighter... 1... 
has ever seen his face and retained sufficient F] 01-323 Dwarf Fi hie Pare Bs ah eave. cae 
sanity to tell the tale. A otde4 EF Fighter Seen ee eee ees 
WHERE ENCOUNTERED: Usually at or near qo 01-325 Druid ... 


the sea. 
NUMBER ENCOUNTERED: | (unique) 
HIT POINTS: 15 on land; 30 at sea 


[ 01-326 Cleric 
... And now, four NEW 3-Stage Characters! 


ARMOR: As plate and mail (J 01-327 Anti-Paladin ................ 3.50 
WEBPONS: Great axe (2d6) (1 01-328 Elven Fighter/Magic-User ..... 3.50 
ATTACK CHANCE: 80% with axe; 70% with (2 01-329 Fighter with axe ............ 3.50 

(4 01-330 IMusionist ................-. 3.50 


other weapons 

SPECIAL ABILITIES: Anyone seeing 
Thulussun’s face must save as ifthey had seen 
a medusa, or have his sanity shattered. 
Notes: — 1 to morale die rolls of units attacked 
by Thulussun. 


Fantasy Collector Series. 


New releases in our Fantasy Collectors Series 
of figures for fantasy armies! Once again, with 
the onset of the Chaos Wars, it’s more itnportant 
than ever to outfit your units properly. These 
new additions will certainly help, since they con- 
tain some of the strangest creatures to face com- 
bat yet. Sculpted by Bob Charrette, Julie Guthrie 
and Tom Meier. 


As the world of FASA’s BATTLETECH™ game continues to 
expand and grow in detail, so too does Ral Partha’s line of 
battle robots designed to accompany it. This month, we're 
releasing two more units - the WVR-6R Wolverine and the 
BLR-1G Battlemaster — to complement the rest of this fascinat- 


* ete aa — (1 02-095 Winged Demonoid (6)............. 4.50 
C1 02-802 FLOMN Felon... 2. ss sslsaso | | G) 2-096 Centaur Skirmishers (3) .........-. 4.50 
CF] 02-803 GLD-3R Gladiator ................... 2.50 CJ 02-101 Lizard Riders (3) .....:.......000. 4.50 
A ee abe thes Bee eas ae Fs (1 02-102 Hexatrix Riders (3) ...........005. 4.50 
- . lea; A, B, or C variant ......... : Z . 
ena BTA Gates oo co (C] 02-406 Armored Minotaur ............... 2.00 
0 02-812 VLC-6N Vulcan ................0008- 3.00 
O 02-813 XBW-9J Crossbow .................5 3.00 
0 02-814 CST-3S Cestus ............--- eae 3.00 
0] 02-815 ARC-4R Archer .................0006 3.00 
0 02-821 BHN-7H Behemoth .................. 7.00 
O 02-831 STG-3R Stinger ..................05. 2.50 
0 02-832 WSP-1A Wasp ..............50 500 ee 2.50 
0 02-833 PHX-1 Phoenix Hawk 3.00 
( 02-834 CRD-3R Crusader .......... 3.00 
02-835 GRF-1N Griffin .................0.005 3.00 
( 02-836 SHD-2H Shadow Hawk ............... 3.00 
02-837 WVR-6R Wolverine ............5..... 3.00 
[ 02-838 BLR-1G Battlemaster ................ 3.00 


RAL PARTHA ENTERPRISES. 


5938 Carthage Court ¢ Cincinnati, Ohio 45212 
Toll Free 1(800)543-0272 + In Ohio, (513)631-7335 
Use this ad as a handy order form, or as a checklist to keep track of which figures you've bought and which ones you still need. 
COMPLETE LISTINGS of all Ral Partha’s thousands of incredible fantasy figures are contained in the 1986 Fantasy Catalog. Send for 
yours today! It costs $2.00, but comes with a handy Redemption Coupon good for $2.00 off your first order. 
MAIL ORDERS: For mail orders under $30.00, please add $2.00 postage and handling. Orders $30.00 and over are postpaid. Please, 
no C.O.D. orders. 


Locals aren't all yokels 


In town, adventurers may not hold all the aces 


by Ralph Sizer 


“Way back in issue #91, in this maga- 
zine’s letter column, someone claimed that 
townsfolk and peasants would be very wary 
and respectful of adventurers because they 
know that, say, a fifth-level fighter could 
easily kill five of them each round, while 
they couldn’t hurt him. Well, in general 
that’s true, but the exceptions can kill you 
very fast. Here are some reasons not to 
abuse the locals. 

First, there’s history. If there has been a 
war recently in the area, most of the local 
people probably fought in it, and quite 
likely gained a level or two; some of them, 
the better natural fighters, may have gained 
half a dozen levels, or even more if it was a 
long war. These guys aren’t going to stand 
for being pushed around by a bunch of 
punk adventurers. They’ll just go home, 
put their old armor on again, and come 
back and teach you a lesson. This is essen- 
tially what happened to the James-Dalton 
gang in Northfield, Minnesota — they ran 
into too many Civil War veterans who 
hadn't forgotten how to shoot. 

Second there’s geography. If you decide 
to pick on people in a small farming village 
in the middle of a large, peaceful, civilized 
area, you’re probably safe — but what are 
you doing there in the first place? Adven- 
turers, meaning you, are usually out on the 
edges of civilization, and frontier towns are 
a different proposition altogether. If a town 
has survived for any length of time in the 
foothills of the troll mountains, it is a very 
safe bet that the people know just how to 
deal with troll raiding parties. A troll raid- 
ing party can consist of up to a dozen 6 HD 
monsters. If your adventurers are stronger 
than that, by all means start something. At 
least you'll be putting some excitement into 
their daily routine. 

The same goes for single houses. The old 
woman who lives in that small hut next to 
the evil swamp registers as neutral good to a 
know alignment spell, so she hasn’t sur- 
vived because she’s one of the monsters. 
That leaves two alternatives. Possibly she is 
very dumb and very lucky, but it’s much 
more likely that she’s a retired adventurer 
of least 15th level. (“Don’t the monsters 
bother you?” “Only the suicidal ones.” Evil 
doesn’t mean dumb; she has them well 
trained.) People who live in dangerous 
regions can usually handle the dangers — 
and they can probably handle you, too. 

Third, there’s the police. Monsters in a 
dungeon don’t scream for help when you 
start to beat them up, but people in towns 
do, and the watch usually comes running 
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fast. They may not be ace fighters (unless, 
as mentioned already, they have tough 
neighbors), but they can give you problems. 
For one thing, the law is stacked in their 
favor. They’re wearing armor, and carrying 
both missile and large melee weapons. You 
aren't. You either checked yours at the gate 
when you entered town, or left them in your 
room at the inn. The local ordinances sim- 
ply do not allow fully armed thugs (you) to 
roam the streets. Civilians who want to 
keep out of jail wear at most the equivalent 
of a leather jacket for armor, and carry a 
dagger or short sword. Also, you can’t win 
by intimidating the local guard. If the guard 
fails to keep peace in the town, the mayor 
will call out the militia; if that fails, a regi- 
ment of the regular army will be next. 

Fourth, there’s competition. The dangers 
and opportunities that attracted you to the 
region around this town have probably also 
attracted other parties of adventurers who 
are also making this town their headquar- 
ters. One of these parties would probably be 
glad to accept the mayor’s urgent request to 
“Throw these bums out for us — we'll let 
you keep their money and equipment.” 

Fifth, there’s shyness. Some powerful 
people do not want to be known as power- 
ful. For example, some vampires think it’s 
fun to terrorize a whole area, but others are 
smarter and realize that becoming well 
known means getting onto the hit list of 
every paladin for 200 miles around; this is 
very hazardous to one’s health. So the old 
peasant couple living in semi-retirement on 
the outskirts of town may well be just what 
they seem; but if they happen to be keeping 
house for the local vampire you had better 
not bother them, at all. 

Finally, there’s retirement. If the towns- 
people and the town guard can’t handle 
you, the local lord may not bother to hire 
other adventurers or call out the militia; he 
may just come after you himself. That's 
because a lord is very likely to be an adven- 
turer who got too powerful for the dungeon, 
so he retired from adventuring, set up a 
castle, and became the lord. Since you 
haven't retired yet, that means he has more 
(probably a lot more) levels than you do, 
and so do his two captains and six lieuten- 
ants. If he needs magical help, he’s on good 
terms with most of his neighboring lords, a 
couple of whom are retired magic-users and 
can get here in a day if he sends an urgent 
call for help. And of course most of the local 
clerics are on his side. Assuming only a 
conservative response from one neighbor, 
let’s add it up: One 15th-level fighter, two 


11th, six 8th and dozens of lower-level 
fighters, plus one 15th-level M-U, one 11th, 
two 8th and five lower-level magic-users, 
plus clerics as needed. Does your party of 
half a dozen 5th-8th level adventurers really 
want to stir up that much trouble? 

Lords aren’t the only ones who retire. 
The venerable cleric who presides at the 
local chapel probably never got past level 4 
and has obviously not fought in many 
years. On the other hand, she just may 
have been Chief Priestess in the capital city, 
and a leading member of the Imperial 
Council before she retired to her native 
village to live out her last years. Do you 
really want to take on a 22nd-level cleric, 
even if she has forgotten how to swing a 
mace? This one you do have a fair chance 
of spotting in advance, if you notice that the 
local inn is obviously prepared to handle 
parties that expect the finest, and ask why. 
There is perhaps a 10% chance on any day 
that she will be receiving 1d6 important 
visitors from the capital, and their retinue, 
who have come to ask her advice on matters 
of religion or state. (Make that a 100% 
chance of d10 + 10 visitors if it happens to 
be her birthday or a high holy day.) 

I trust I don’t have to spell out the kind 
of reaction the central government would 
have to the murder of a retired Imperial 
Councilor. 

Not all dangerous retirees are famous. 
For example, you come to a nice country 
inn and start to bully the proprietor. His 
middle-aged wife quietly slips out of the 
room. A few minutes later she comes back 
wearing her old girdle of cloud giant 
strength, + 4 plate armor, and a helmet that 
projects a globe of invulnerability around 
her; she’s carrying a +3 vorpal blade and 
has on a few other magic items. Before she 
fell in love, married and settled down she 
was a 14th-level fighter, and you are about 
to learn that under AD&D® game rules, age 
does not seriously affect fighting ability 
until you reach 60. If you suddenly become 
very polite and apologize profusely, she may 
let you go. 

In general, remember that the ace gun- 
fighter whose only desire is to settle down 
and run his own ranch is a standard figure 
in Western novels. Presumably, many char- 
acters in your fantasy world have the same 
desires. According to the DM’s version of 
Murphy’s Law, if you keep taking advan- 
tage of helpless peasants and townsfolk, 
you'll soon find one of the not-so-helpless 
ones — and at the worst possible time for 
you. 


Cartoon 


Insanity! 


TOON 
The Cartoon 
Roleplaying Game 


Be a cartoon star in your own 
Short Subject or Feature Film. 


Become a mouse, moose, 
duck, rabbit, caveman, 
cow, crocodile, toaster, 
— anything you want. 


Enter a crazy world where no 
one ever dies but anyone can 
get a pie right in the face! 


7 64 pages of 
 tules, characters, 
- and four cartoon 
adventures. 
Everything you 
need bul dice and 
a silly imagination. 
$8.95 


And look for these crazy TOON supplements: 


TOON Strikes Again 


Four new adventures for 
cartoon stars avers where. 
Journey to Transylvania, 
a desert island, Mars, 
and a fast-food restaurant 
wiih realy tough 
customers! 

40 pages. $4.95 


TOON Silly Stuff 


A NEW compendium af 
cartoony places to go, 
people to see, and things 
fo do... including an 
“Instant Adventure 
Generator thal lets you 
creale thousands of new 
cartoons in mo time! 

40 pages. $4.96. 


Available at fine hobby stores everywhere, or order by mail. 
Include 55* postage and handling per item (Texas residents 
please add 5.125% sales tax). Send orders to: 


STEVE JACKSON GAMES 
BOX 18957-D AUSTIN, TX 78760 
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Blades with personality 


DM’s planning can produce distinctive swords 


by Sam Chupp 


Stormbringer — an evil, sentient sword 
that drained men’s souls. Excalibur — a 
weapon of kings. Scalpel and Heartseeker 
— blades of a barbarian and a thief. What 
are they in AD&D game terms? A sword of 
life stealing, a sword of sharpness, and two 
normal blades. 

Not very colorful, are they? 

No doubt you have a number of fine 
magical swords or similar weapons in your 
campaign. In time, however, the glint on 
that longsword +3 dulls — after all, it just 
modifies the dice roll — and, in order to 
make dungeon-delving a little more excit- 
ing, you throw in a special sword, a vorpal 
weapon or a sword of wounding. Even 
using these weapons can grow old to sword- 
using characters, and your players may 
demand something more. You may intro- 
duce them to intelligent swords, but, a few 
personality conflicts later, it becomes clear 
that you have nothing else to give your 
sword-using characters, and the players 
keep looking for something new. 

What your campaign may be suffering 
from is a glut of colorless, boring, magical 
swords. Even the sharp-edged blades of 
vorpal weapons are dulled if your sentient 
swords have no life or individuality at all. 
You need to give your magic blades charac- 
ter, whether they have strong magical 
powers or not, by giving them legendary 
backgrounds and by changing the way they 
affect the characters themselves. 

Giving a sword a past will create intrigu- 
ing and interesting gaming sessions, as well 
as for giving a common sword new life. 
Consider the sword + 1. At first glance, it’s 
terribly boring. But, what if it were made 
known to the wielder that this particular 
sword + 1 was made 30 years ago by Tolrat 
the Wizard, now the mage-king of the 
Royal Court of Triviana (your campaign’s 
main country)? It was constructed long ago 
for use by the mage’s son, who mysteriously 
vanished after a long period of time fighting 
in the Trivianian Army. Suddenly, the blade 
has a meaning and purpose. Legend lore 
would reveal more of its history, but until 
then, only the secret rune-mark of “T” on 
the tang under the handle would denote the 
sword’s origin and background. 

Now suppose, as the character with the 
sword gains levels, the mage Tolrat discov- 
ers that the character has his long-lost son’s 
sword. This could happen during another 
adventure in which that particular character 
was caught red-handed, stealing from the 
mage-king’s castle. You can see easily that 
giving a legend and a purpose to a magic 
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sword, even if it is the weakest of magical 
swords, can produce adventures from other 
adventures. 

Now, consider a frost brand sword. Since 
it is one of the special-power swords and can 
do such amazing things as stop fires and 
glow when it is extremely cold, the average 
DM would think it colorful enough. What 
would happen, however, if the DM decided 
that he was going to spend a little time 
figuring out certain details like: 1) Who 
made the sword? 2) Why did he make it? 3) 
What's the sword’s history? and, 4) How 
did it get to the place where the adventurers 
found it? 

A possible result could be that the evil 
wizard of the Ice, Nolrem, constructed the 
sword because the fighter-mage Ulrik re- 
quired the sword in payment for exploring a 
relatively unknown part of Gulicia, 
Nolrem’s homeland. While exploring Guli- 
cia, however, ice devils surprised Ulrik in 
the night, slew him, and carried the blade 
to the Nine Hells, where it became non- 
magical. It remained there for hundreds of 
years and its ownership changed several 
times, until it was given to the devil-loving 
cleric Solphar as part of a pact the cleric 
made in order to get magic weapons for his 
cleric/assassins. It was stolen from Solphar’s 
temple in the dead of night by thieves from 
the local guild and was eventually fenced so 
that it came to be purchased by an outlaw 
named Keepto, who placed it in the castle 
(now in ruins) that your group has been 
exploring. 

The above legend provides the DM 
chances for several new adventures, if only 
the DM gives the legend the chance to take 
off. 

What about the most powerful blades, the 
intelligent swords? Intelligent swords can 
aid the DM even more. Not only can they 
have very vivid legends, but they can also 
have strange and diverse personalities. 

The best legends surface about intelligent 
swords, because they are able to talk about 
their past. Of course, the truth of the tale, 
how complete it is, or whether the sword 
will speak of its past at all is a matter in- 
volving not only its intelligence and ego, 
but its personality as well. 

Some intelligent swords (especially those 
with high-and-mighty special purposes) will 
lie and cheat in order to accomplish their 
own personal goals. Some swords with big 
egos will boast about their supposed “past 
deeds”’ usually lying when it suits them. 
But what if a sword says it was once wielded 
by the lieutenant of the local lord’s army 


and claims it knows where the lieutenant 
stashed a cache of priceless gems? Can the 
party really afford not to check out the 
braggart sword’s story? 

How do intelligent-swords get their per- 
sonalities? When a magic-user creates a 
sword, its personality could be formed in 
one of three ways: 

1) The personality of the sword could be 
the personality of a person or being who 
was slain in order to imbue the sword with 
intelligence during the enchant an item 
spell. These swords are known as sentient 
swords, because they have a creature’s soul 
inside them. 

2) The magic-user creating the sword 
could have used a wish to give the sword its 
intelligence and personality. 

3) The sword’s personality and intelli- 
gence evolved by chance from the residual 
magics of the enchant an item spell. 

How do you design the sword’s personal- 
ity? Those DMs who enjoy randomly gener- 
ating things instead of going through an 
extensive creative process will find the 
General Tendencies Table of the Non-Player 
Character section of the DMG (pp. 100- 
101) helpful in establishing the sword’s 
personality. Other tables in this section will 
also prove beneficial, such as piety, morals, 
and interests. Certainly, this can provide the 
DM with some bizarre and interesting 
diversions with swords — consider a sword 
with an interest in fauna wanting to pursue 
a particular species of butterfly while the 
rest of the party is trying to fend off an 
attack from a beholder! 

As an alternative to dice-rolling, you may 
spend as much time creating the personality 
of your swords as your players spend creat- 
ing the personalities of their characters. 
After answering the first four questions 
detailed above, simply ask the question 
“What would a person be like who has a 
history and a background such as this?” 
Also worth considering are the sword’s 
alignment and special powers, if any. Other 
questions you might want to answer are, 
“What are the sword’s primary and second- 
ary interests?” “ How egotistical is this 
sword?” (Not all swords with high ego 
scores need be arrogant. Like real people, 
some swords don’t show their egos as much 
as others.) “What are the sword’s likes and 
dislikes?” These and other questions will 
help clarify the sword’s nature. 

Intelligent swords can offer exciting mod- 
ifications to encounters, if both their per- 
sonality and their background, as well as 
their intelligence and ego, are represented. 


AMERICA ‘STRIKES BACK! f 
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Giant-sized weapons 
The bigger the monster, the bigger the blow 


by Stephen Martin 


As described in the Monster Manuals 
and the FIEND FOLIO® Tome, most giant 
types do the same amount of damage no 
matter what weapon they use. Hill giants do 
2-16 points of damage with “any weapon 
available,” stone giants “with stone weap- 
ons” do 3-18 points of damage, and fomor- 
ian giants using weapons that “range from 
huge clubs to chains with heavy balls at- 
tached” do 4-32 points of damage. 

Humans, demi-humans, and humanoids 
do damage by weapon type. This article is 
based on the contention that giants and 
other large, weapon-using creatures should 
have that same characteristic. 

Table I accompanying this test gives 
damages of weapons for large races as a 
function of damage for human-sized weap- 
ons. To use the chart, locate the damage a 
human-scaled weapon does and read across 
to the appropriate column to see what the 
larger race’s version of the weapon does. 

The basic assumption used in creating 
Table I is that weapon lengths and damage 
figures vary proportionately with the height 
of the wielder’s race. Thus, larger races use 
larger weapons (and do correspondingly 
more damage with them) even if they are 
weaker than some smaller races. 


Strength bonuses 

A number of races have great strength, 
and add a bonus to damage done whenever 
they use a weapon. They do not gain “to 
hit” bonuses, because these are subsumed 
by the combat matrix. Table II lists damage 
bonuses due to strength for all creatures 
mentioned in the group lists under Table I. 

These bonuses have been taken from 
rule-book descriptions where possible. 
Other creature types were assigned bonuses 
equal to those of a known creature that does 
roughly the same amount of damage. The 
exception to this method is the ogre mage, 
assigned a + 6 to make him weaker than a 
hill giant but as strong as smaller races. 
Comparison with ogre leaders, who do 2-12 
points of damage or gain a + 3 with weap- 
ons, could justify a bonus as low as + 3. 

Other creature types and individuals can 
easily be fit into Tables I and II by compar- 
ing their sizes and damage figures with the 
creatures discussed here. 


Wrong-sized weapons 

Any creature can use a weapon scaled for 
a smaller creature, assuming the weapon is 
large enough to hold, with no penalties. A 
creature may use a weapon designed for a 
larger creature if the weapon is no longer 
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than 1% times his height and it weighs no 
more than his normal size’s version of a 
two-handed sword. 

Table III gives information on how to 
gauge the length and weight of larger-than- 
human-scaled weapons, plus figures for the 
increased range of large missile weapons 
(add the given amount to the upper limit for 
all three ranges). It also includes a row of 
“penalty” figures, used as described below: 

Any creature using an oversized weapon 
will suffer a penalty equal to the difference 
between the “penalty” figure given for his 
size category and the “penalty” figure for 
the category the weapon was designed for. 


TABLE I: Weapon damage figures 


This penalty applies to both “to hit” and 
damage rolls. Characters will also suffer a 
non-proficiency penalty for trying to use a 
weapon type they are not accomplished 
with, unless and until the owner of a giant- 
sized weapon gains proficiency with it. 
Creatures smaller than human size suffer 
even greater penalties when trying to use an 
oversized weapon. Those about the size of 
dwarves and elves suffer an additional - 1 
“to hit” and on damage, and can use weap- 
ons weighing no more than 150 gp. Those 
about the size of halflings and gnomes suffer 
an additional - 2 penalty (in addition to the 
penalty for humans) and can use oversized 


Human- 
scaled A B 
1 1-2 1-2 
1-2 1-3 1-4 
1-3 2-4 1-6 
1-4 1-6 2-6 
1-6 2-8 1-10 
1-8 1-12 3-12 
1-10 3-13 2-16 
1-12 3-17 2-20 
2-5 2-8 1-12 
2-7 2-12 3-12 
2-8 2-12 3-13 
2-12 3-18 3-21 
2-16 3-24 6-24 
3-9 2-16 3-18 
3-12 2-20 5-20 
3-18 3-30 7-28 


Cc D E F 
1-3 2-3 2-4 2-5 
2-4 2-5 2-7 2-8 
2-6 1-8 3-9 2-12 
2-8 1-10 3-12 2-16 
2-12 3-13 3-18 5-20 
2-16 2-20 3-24 3-30 
2-20 2-24 3-30 4-32 
2-24 6-24 3-36 5-40 
2-12 3-12 3-18 5-20 
2-16 2-20 3-24 3-30 
3-17 3-21 6-24 5-30 
4-24 3-30 6-36 7-42 
4-32 6-36 6-48 3-60 
3-21 4-24 4-32 6-36 
6-24 7-28 5-40 6-48 
6-36 7-42 3-60 8-64 


Group A (7 1/2’-9’ tall, 340-690 lbs. weight) includes cyclopskin, verbeeg giant, ogre, 


planetar, qullan. 


Group B (9 1/2’-11’ tall, 691-1200 Ibs. weight) includes dao, djinn, firbolg giant, hill giant, 
ogre mage, solar, giant troll. 


Group C (11 1/2’ -13’ tall, 1201-2000 Ibs. weight) includes efreet, ettin, fire giant, stone 


giant, large spriggan. 


Group D (13 1/2’ -16’ tall, 2001-3600 Ibs. weight) includes fomorian giant, frost giant, 


mountain giant. 


Group E (16 1/2’-19 1/2’ tall, 3601-6500 lbs. weight) includes cloud giant, fog giant, marid, 


titan. 


Group F (20’ + tall, 6500 + Ibs. weight) includes storm giant. 


TABLE II: Damage bonuses 
0 qullan 
+2 cyclopskin 
+2-+4 ogre 
+3-+6 verbeeg giant 
+6 ogre mage 
+7 djinn, ettin (left arm), hill giant, 
planetar, spriggan (large), giant 
troll 


+8 dao, ettin (right arm), stone 
giant 

+9 efreet, fog giant, frost giant 

+ 10  firbolg giant, fire giant, fomor- 


ian giant 

+11 cloud giant, mountain giant, 
marid 

+12 storm giant, solar 

+14 titan 


weapons weighing no more than 80 gp. 
Humanoids with a height listed as “7’ + ” 
(such as gnolls) can use weapons weighing 
up to 375 gp, but penalties still apply. 


Example 1: Brute the Barbarian has just 
defeated a stone giant that had a short 
sword and a dagger. The giant’s weapons 
are 2 times as long and 8 times as heavy as 
the human versions. Thus, the short sword 
is 4’ long and weighs 280 gp. Brute can’t 
use it because it’s too heavy — not too 
heavy for him to lift, but too heavy for him 
to use with any hope of success in combat. 

The dagger is 2 %' long and weighs 80 
gp. A human-scaled dagger does 1-4/1-3 
points of damage, so the giant’s does 2-8/2- 
6. However, Brute would suffer a - 4 pen- 
alty on both “to hit” and damage rolls, and 
an additional - 1 “to hit” for non- 
proficiency with a giant dagger. He hefts the 
dagger, decides it would be tough to handle 
in combat, and keeps the sword instead: He 
can’t swing it, but it will make an impres- 
sive trophy. 

Later, an ogre finds the dagger. He suf- 
fers a - 2 penalty on “to hit” and damage 
rolls with it. He’d be better off using the 
dagger than using some ogre-sized weap- 
ons, but can usually use his talons more 
effectively anyway. 


Example 2: Before he became renowned 
as a giant-slayer, Brute fought many ogres. 
While doing so, he acquired an ogre’s tri- 
dent. Fortunately, it was a small one, only 
6’ long and 150 gp in weight, and he could 
use it in battle with a - 3 “to hit” (counting 
non-proficiency) and a - 2 on damage. 
Since it did 2-12/2-20 points of damage, 
Brute liked it despite the penalties. 

Once when a small group of bandits 
kidnapped some elven dignitaries, Brute led 
a few friends to rescue them. The rescuers 
sneaked into the bandits’ camp and freed 
the prisoners, but were seen when they tried 
to sneak out again. In the ensuing fight, 
Brute was knocked out and one of the elves, 
a fighter whose weapons had been taken, 
grabbed Brute’s trident. He was able to use 
it, but at - 3 penalties for its size and an 
additional - 2 “to hit” for non-proficiency. 


Large-sized creatures 

With respect to the damage a weapon 
causes, a large (size L) creature is any crea- 
ture larger than the creature type for which 
the weapon was designed. Man-sized (size 
M) creatures are those of approximately the 
same size as the creature type in question, 
and smaller (size S) creatures are any 
smaller than that type. Thus, Brute’s tri- 


dent will only inflict 2-12 points of damage 
on an ogre, not 2-20, because an ogre is size 
M in relation to another ogre (or another 
ogre’s weapon). 


Missile weapons 

A true giant’s most effective missile 
weapon is the hurled boulder. These rocks 
are about 1’ in diameter and weigh 80-90 
Ibs. each. Throwing such rocks affords the 
benefits of high damage figures, good 
ranges, no “to hit” penalties for medium 
and long ranges, and not allowing the target 
to apply a dexterity bonus to its armor 
class. The rocks are cumbersome, however, 
and giants found in eareas where rocks are 
not readily available will probably carry no 
more than one or two, if any at all. 

A more suitable size of rock for carrying 
is the 14-21 Ib. size that the wearer of a 
girdle of giant strength can use. Such boul- 
ders would do less damage, of course, and 
intermediate-sized boulders would do inter- 
mediate damages. Table IV lists the range 
and damage figures of standard boulders for 
those giants who throw boulders, followed 
by modifications for non-standard sizes. 


TABLE IV: Hurled boulders 


Giant type Range Damage 
Hill giant 20" 2-16 
Mountain giant 20” 2-16 
Fire giant 20" 2-20 
Frost giant 20" 2-20 
Fog giant 24” 2-20 
Cloud giant 24” 2-24 
Storm giant 24” 3-36 
Stone giant 30” 3-30 
Non-standard boulders 
Weight Damage Range 
15-30 - 3 per die 150% normal 
31-50 - 2 per die 135% normal 
51-75 - 1 per die 120% normal 
76-100 no change normal 
101-125 +1 per die 75% normal 
126-150 + 2 per die 50% normal 


Weight given in pounds. 

Minimum damage: 1 point per die. 

For simplicity, round range figures to the 
nearest whole number; e.g., 135% of nor- 
mal range would be 27”, 32”, or 40%. 


The damage figure for the storm giant’s 
boulder was taken from Appendix E of the 
DMG; the range figure was assigned on the 
basis of size. The other giant races are 
assumed not to possess the ability 


which allows effective boulder-throwing and 
are thus not included in the table. 

Other large creatures may prefer other 
types of hurled weapons, such as darts, 
javelins, and spears. For such weapons, 
long range is determined by adding 1" per 
“plus” of the thrower’s damage bonus to 
the long range for a human-scaled weapon. 
Short and medium range limits are 1/3 and 
2/3 of long range, respectively. 

Ranges for propelled missiles such as 
arrows, bolts, and sling stones are calcu- 
lated differently. Short range is equal to the 
human-scaled short range, plus the range 
modifier from Table III. Medium range is 
equal to human range plus double the mod- 
ifier, and long range is equal to human long 
range plus triple the modifier. 


Tactics and exceptions 

A number of weapons have special uses, 
and intelligent creatures of larger-than- 
human size will be familiar with those that 
benefit them the most. In the hands of all, 
creatures mentioned here except the qullan, 
the sap can be a most effective weapon, 
especially for gathering slaves. It may be 
possible in some worlds for ogre magi to 
learn to use martial-arts weapons, including 
the weapon catch and weapon breaker 
maneuvers. In isolated areas, there may be 
tribes that fight from mounts such as ele- 
phants or baluchitheria. 

In some cases a large creature may have a 
special proficiency with a weapon, such as 
the giant troll’s spiked club or the mountain 
giant’s club. In these cases where damage 
with a specific weapon is given in the crea- 
ture’s description, the assigned damage 
should be used instead of that determined 
by Table I. This does not necessarily mean 
that the weapon is the best available at all 
times, however. Whether any strength 
bonuses are included on top of the listed 
damage is a question for the DM to resolve. 
(It may not be overpowering to give a giant 
troll a + 7 damage bonus with his spiked 
club, but it seems devastating to award a 
mountain giant an extra + 11 to damage 
with his club.) 

Likewise, other special weapon properties 
are retained. Qullan swords are still + 3, for 
instance, while the weapons of solars and 
planetars are usually magical. 


Use of this system for giant-sized weap- 
ons will slightly increase the power of the 
larger humanoid creatures. But, more 
importantly, it will allow a little variety in 
an interesting set of foes, and can be used to 
make these foes a challenge for characters 
over a wider range of levels. 


TABLE III: Comparative information 


Human- 
scaled 
Length: x 1 
Weight: x 1 
Range: +:0:" 
Penalty: 0 


A B Cc D 
x 1% x 12/3 x2 x21/3 
x3 x5 x8 x13 
+ 2" + 3" +4” +5" 
2 3 4 6 


E F 
x3 X31/2 
x 27 x 43 
+6” +6" 
8 10 


8 
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Teenage Mutant Ninja Turtles 
&.Other Strangeness 


The possibilities for Teenage Mutant Ninja Turtles are 
endless. Whether you want to play straight comic book super 
heroics, post-holocaust mutants or frantic funny animals, it’s 
all possible. 


Now you too can transform ordinary house pets into the 
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Teenage Mutant Ninja Turtles & Other Strangeness loyally 
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Casey Jones, depicted complete with background and abilities. 
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® A complete NEW game! 

® Compatible with Heroes Unlimited® and the Mechanoids. 

® Dozens of characters, villains and heroes. 

@ Several adventure scenarios and scenario ideas. 
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Laird art throughout the entire book! 

®@ $9.95 (post paid) 


HEROES UNLIMITED” 


Despite all the other superhero games on the market 
Heroes Unlimited® is still the only game that covers every 
aspect of the comic book hero. Only Heroes Unlimited® 
enables you to build/create a robot or cyborg, in addition 
to superspies, psionics, aliens and mutants. Comprehen- 
sive skills, education and back-ground, enable you to 
create three-dimensional characters that grow and develop. 
Guess-work superpowers are replaced by exact power 
descriptions. Combat is quick, clean and playable. 


Highlights Include .. . 


@ Steranko Cover 
@ Weapons and Equipment 

Robotics 

Bionics 

Psionics Palladium Books® 
Spies 5926 Lonyo ; 
Mutants Detroit, Michigan 48210 
Aliens 

Special Training 

Superpowers and Skills 

e An Introductory Adventure Scenario and More! 

@ $14.95 (post paid) 


After the Bomb!°* 


A post holocaust science fiction odyssey! 


Four generations after World War Ill, after the nuclear 
winter, after the plague and after the collapse of humanity, 
intelligent mutant animals lay claim to much of the world. 
Join the animal civilizations, the Rodent Cartel, Wolf Barba- 
tians, Bird Island, Gatorland, and the Gun Bunnies in their 
struggle against the Robot Warriors of the Empire of 
Humanity. 


Highlights Include . . 


@ Animal Mutations. 

@ Robots and High Techonology. 

@ Six Adventure Scenarios. 

@ Compatible with Heroes Unlimited ® 
® $6.95 (post paid) — 48 Pages 


A supplement for Teenage Mutant 
Ninja Turtles & Other Strangeness 


Teenage Mutant Ninja Turtles 
Adventures! 


The adventures continue as our heroes travel to Japan to 
take on the White Ronin and his assassins in “Death Trials.” 
Then back to New York to thwart the ever imbalanced Doctor 
Feral and his ‘New’ monsterous mutations. The Terror Bears 
reap mayhem in a game of nuclear roulette. The unstopable 
Mr. Bionic and other adventures round out this Ninja Turtle 


game supplement. 
Highlights Include. . . Available in July! 


@ A specially commissioned all NEW ten page Ninja 
Turtles comic strip by Eastman and Laird. 

@ The return of the Terror Bears and Doc. Feral. 

@ Five Adventure Scenarios. 

© Compatible with Heroes Unlimited. ® 

@ ALL artwork by Eastman & Laird! 

®@ $6.95 (post paid) — 48 Pages 


Hooves and green hair 


Two new breeds for the AD&D® game universe 


by Bennet Marks 


Satyrs and dryads have a peculiar con- 
nection in the AD&D® game universe. 
They are both members of one species in 
which the males and females have widely 
varying abilities and attitudes, and the 
males and females do not make a habit of 
dwelling together. The child of a satyr fa- 
ther and a dryad mother is either a satyr or 
a dryad, depending on gender. Both dryads 
and satyrs can mate with humans as well, 
and the children of such unions possess 
distinctive capabilities and talents. Half- 
satyrs and half-dryads are usable as non- 
player characters in many AD&D game 
settings. 


Half-satyrs 

The male offspring of human mothers 
and satyr fathers are called half-satyrs. 
These cross-breeds are rare, but perhaps 
not as rare as many would suppose. Scan- 
dalous as it seems, a woman who falls under 
the charming influence of a satyr’s pipes 
may, some months later, find herself with a 
child whose paternity owes more to music 
than to marriage. Sometimes even the 
piping may be dispensed with; in many 
human communities near forests, one may 
hear gossip about a woman — naive 
maiden or bored matron — who meets 
secretly with a lover in the woods, not car- 
ing that he may be something slightly other 
than human. 

In addition, the male child of a dryad and 
a male human will also be a half-satyr, 
developing all the abilities and traits of half- 
satyrs. Commonly, the dryad mother of a 
half-satyr leaves the infant in the care of a 
nearby human community — either the 
father’s, or a druidic enclave, or some other 
convenient choice. 

In infancy and early childhood, a half- 
satyr looks almost entirely human. His only 
distinguishing characteristics are a callous- 
ing of the skin of his feet, and a slight bend 
at the knees which gives him an odd gait. 
At this age, the half-satyr usually blends 
into the human community of his birth 
without difficulty. 

However, as he reaches adolescence — 
generally between the ages of 11 and 13 — 
the half-satyr undergoes various physiologi- 
cal changes (even more so than his human 
peers). The calloused feet harden and 
darken until they more resemble hooves 
than human appendages. He develops a 
heavy beard and thick body hair (although 
not thick enough to be called fur). Finally, 
two short, knobby horns sprout from his 
upper forehead. A half-satyr who wishes to 
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conceal his race always keeps his boots on 
and wears his hair down over his forehead. 

At about this same age, almost all half- 
satyrs develop a deep interest in the forest 
and spend increasing amounts of time walk- 
ing alone in the woods. Over the years, this 
interest turns into a profound and abiding 
yearning for the life of the forest. The half- 
satyr may also develop a corresponding 
dissatisfaction with his place in human 
society. There is no mystery about this 
unease. His physical “abnormalities” may 
all too often single him out for censure in 
his mother’s community. His former play- 
mates may shun or bully him; adults may 
frequently treat him as a freak or an embar- 
rassment. This judgment may be exacer- 
bated by the half-satyr’s illegitimacy, in 
cultures where such a distinction is impor- 
tant. Also, the young teen-age half-satyr 
shows a romantic interest in girls and 
women earlier than his wholly human 
peers, which may bring more disapproval 
down upon his head. Consequently, it is no 
surprise that most half-satyrs eventually 
leave home to dwell deep in the forest. 
There, after a time, they often find a band 
of satyrs to live with — without even know- 
ing that this is what they were seeking all 
along. 

Satyrs seem to accept the half-satyr with- 
out question, and willingly teach him the 
satyrical way of life: drinking wine, playing 
pipes, chasing dryads, and the like. Gener- 
ally, however, no satyr ever admits to (or is 
even aware of) being a particular half- 
satyr’s father. The half-satyr may live with a 
satyr band for many years, and in some 
cases may even become its spokesman to 
elves, humans, or others. 

Some half-satyrs stay with their satyr 
kinsmen for their entire lives, but most 
eventually remember their human half, and 
feel an attraction for the wider world be- 
yond their small portion of the forest. It is 
at this point that a half-satyr may ask a 
human, elf, or half-elf for training, and 
become an adventurer. When this happens, 
the half-satyr may combine his dual heri- 
tages in unusual and fascinating ways, 
much as a half-elf may do. 


Character classes and talents 

A half-satyr character may be a druid, 
lighter, ranger, magic-user, thief, or bard. 
In each of these classes, his level advance- 
ment is limited, as detailed in Table I. A 
half-satyr may also choose to be a multi- 
classed fighter/magic-user, ranger/magic- 
user, fighter/thief, ranger/thief (neutral 


good alignment only), or magic-user/ thief. 
Half-satyrs cannot enter the thief-acrobat 
split class. 

Because of their close connection with 
nature, half-satyrs are acutely uncomforta- 
ble in metal armor, and therefore refuse to 
wear it, regardless of profession. The only 
exception to this rule is elven chainmail, 
which may be presented as an award to a 
particular half-satyr by grateful elves. Be- 
cause of its make, elven chainmail also does 
not interfere so sharply with this “natural 
connection,” and so can be worn by half- 
satyr fighters and rangers (including multi- 
classed characters), and bards. 

Half-satyrs may, however, use any kind of 
shield that their class ordinarily permits. 
Multi-classed characters may use the armor 
and weaponry available to either of their 
classes, so long as the armor does not inter- 
fere with the performance of the abilities of 
their classes. For example, a half-satyr 
fighter/magic-user would wear no armor, 
but could carry a metal shield and use any 
kind of weapon. Multi-classed_half-satyr 
thieves should consult the new armors-avail- 
able to thieves in Unearthed Arcana. 

Being closely associated with nature and 
the forest, half-satyrs have a 50% chance of 
correctly identifying plant and animal 
types, as well as identifying pure water. The 
character must be concentrating on the 
particular thing to be identified in order for 
this ability to work. 

Half-satyrs are 50% resistant to charm 
spells cast by any creatures basically associ- 
ated with nature (dryads, nixies, etc.), or to 
spells that are cast through music or singing 
(a harpy’s song, a bard’s playing, a true 
satyr’s pipes, etc.). Even if the 50% resist- 
ance fails to negate the effect, the normal 
saving throw is applicable. 

Half-satyrs speak the following lan- 
guages: common, satyr, dryad, and elvish. 
They also, of course, speak their alignment 
tongue and professional language (if a thief 
or druid). For each point of intelligence 
over 15, a half-satyr is capable of learning 
one new language of any ordinary kind, or 
two new “forest” languages — that is, 
centaur, gnome; green dragon, and the 
others listed for druids (Players Handbook, 
page 21). For example, a half-satyr with an 
intelligence score of 17 could learn either 
four forest languages, or one “ordinary” 
(non-forest) language and two forest lan- 
guages, or a pair of ordinary languages. 
Half-satyrs learn new languages in the usual 
manner, as outlined in the Players Hand- 
book, page 34. 


The half-satyr viewpoint 

Half-satyrs are the-product of two cul- 
tures, but truly belong to neither. For this 
reason, they seem quite contradictory to 
those who know them. On the surface, half- 
satyrs may seem playful and even frivolous. 
They love good wine, music, and dancing. 
Most play panpipes of a non-magic sort. 
When they drink, it is often to excess, and 
they may become overly friendly and famil- 
iar — particularly to women of the human, 
elven, or half-elven kind. Despite this for- 
wardness, most half-satyrs are considered 
charming, and women of these races find 
them. attractive. 

But beyond this gregariousness, half- 
satyrs have a deeply private side as well. No 
matter how well accepted by their friends 
and colleagues, many half-satyrs never 
completely outgrow an acute sense of being 
an outsider. It is not unusual for a half- 
satyr, when not actively adventuring, to slip 
away from a group and sit alone in the 
forest. There he may be found, playing his 
pipes to the forest creatures or just thinking. 
Half-satyrs may seem like frolicsome and 
even irresponsible individuals, and in some 
ways they-are, but those who know them 
well realize they are also capable of great 
depth and commitment. These traits are 
often most evident in half-satyr rangers as 
well as magic-users, many of whom are 
intense and dedicated scholars. 

Half-satyrs love the forest and most of the 
creatures who dwell there. They are not 
overly fond of large cities. A half-satyr 
character may, of course, be of any align- 
ment, but most are neither lawful nor evil. 
Among the other character races, they 
prefer elves and gnomes, treat humans and 
half-elves with goodwill or tolerance (often 
tempered by their early experiences with 
humans), are neutral to dwarves, and react 
to half-orcs with antipathy. In the world of 
adventurers, they are interesting and valu- 
able companions. 


The half-dryad 

And what of the female offspring of these 
unusual pairings of human and woodland 
parents? The daughter of a satyr and a 
human woman, or of a dryad and a human 
man, is known as a half-dryad. Half-dryads 
share many characteristics with their half- 
satyr kin. The main differences between the 
half-dryad and the half-satyr are detailed 
below: 

1. Appearance — The half-dryad appears 
as a normal (and usually quite attractive) 
human woman, with one exception. When 
the dryad is about 12 years old, her hair 
color turns to a brilliant green. Half-dryads 
are + 1 on charisma, but - 1 on constitu- 
tion (adjustments made to originally rolled 
scores). (See “The ecology of the dryad,” 
DRAGON® issue #87, for more informa- 
tion on dryads in general.) 

2. Life history — If born to a dryad, the 
half-dryad may be raised by her mother 
until adolescence. At that time, the young- 
ster, realizing she is not a true dryad, may 
seek out human, half-elven, or elven com- 


pany. On the other hand, a half-dryad born 
in human society may develop an unusually 
intense interest in the forest and its inhabit- 
ants. In any case, half-dryads, like half- 
satyrs, become acquainted with both human 
and woodland ways. 

38. Racial talents — Half-dryads have the 
same 50% chance as half-satyrs for identify- 
ing plant type, animal type, and pure water. 
They are 90% resistant to charm spells cast 
by creatures associated with nature, but 
they have no resistance to spells cast by 


music and singing. 

4. Point of view — On the whole, half- 
dryads are more serious than half-satyrs. 
They are not given to excess drinking of 
alcoholic beverages. They do, however, love 
to sing and dance, and are quite proud of 
their beauty and its effects on men. Half- 
dryads can be quite flirtatious. Other differ- 
ences are detailed in the tables that follow. 
Otherwise, half-dryads have the same char- 
acteristics, class opportunities, and restric- 
tions as half-satyrs. 


Table I: Class level limits for half-satyrs & half-dryads 


Character Limiting Value of limiting 
class characteristic characteristic 

16 or less 17 18 
Druid wisdom 6/7 7/8 8/9 
Fighter strength 6/5 7/6 8/7 
Ranger strength 6/6 7/7 8/8 
Magic-user intelligence 5/5 6/6 7/7 
Thief dexterity 10/10 11/11 12/12 
Bard charisma 12/12 13/13 14/14 


Figures to the left of the slash indicate maximum level attainable by half-satyrs with an 
ability score of the given value; figures to the right of the slash are for half-dryads. 

For example, a half-dryad ranger/magic-user with a 14 strength and a 18 intelligence can 
reach 6th level/7th level — a Guide/Enchantress. 

Half-satyrs and half-dryads cannot be barbarians, cavaliers, clerics, paladins, illusionists, 
assassins, thief-acrobats, or monks. 


Table II: Ability score limits 


Ability Minimum Maximum 

Strength* 3/3 18/18 Figures to the left of the slash are for half- 
Intelligence 5/5 18/18 satyrs; figures to the right are for half- 
Wisdom 3/3 18/18 dryads. 

Dexterity 3/3 18/18 — Half-satyr fighters and rangers may 
Constitution 3/3 18/17 have 18(90) strength; half-dryad fighters 
Charisma 5/8 18/18 and rangers may have 18(50) strength. 


Table III: Half-satyr & half-dryad age categories 


Venerable 
171-225 


Mature 
31-70 


Young adult 
19-30 


Middle-aged Old 
71-120 121-170 


Table IV: Starting ages for various classes 


Druid 29 + 1d6 

Fighter 19 + 2d4 Other information 

Ranger 21+2d4 Listening at doors (DMG, p. 60): 15% 
Magic-user 27 + 2d8 Height and weight (DMG, p. 102): 
Thief 20 + 2d6 half-satyr: 


height: as half-elf male 
weight: as half-elf male, + 2d10 


Table V: Racial adjustments to thieving pounds 
functions half-dryad: 
height: as human female, -d6 

Half-satyr Half-dryad inches 
Pick pockets = = weight: as human female, - 2d4 
Open locks > = pounds 
Find/remove traps - x 
Move silently -5% - Acknowledgments 
Hide in shadows +5 % +5 % For their contributions, the author would 
Hear noise +5 % +5 % like to thank the members of the Brimiston 


Climb walls 
Read languages - 


Town Guard — and, of course, Algernon, 
= the foremost half-satyr. 
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| JEFF 


EASLEY 


As you can see by his photo- 
graph, Jeff Easley is one of the 
more conservative dressers at TSR. 

“It was either the armor or my 
fly's head,” Jeff said, recalling the 
immense fly head he wore to the of- 
fice last Halloween, but | went with 
the more conservative look.” 

Jeff is actually one of the quieter 
and calmer people on the TSR creative 
staff (a wild and crazy bunch, to be 
sure). With his soft-spoken Kentucky 
drawl and gentle self-deprecating 
tone, you would never suspect the weird 
creatures and violent scenes that char- 
acterize his work. 

Jeff's major projects for 


Yasley | 


TSR have included virtually all the 
new AD&D® game’s hardback book covers, 
including Players Handbook, Dungeon 
Masters Guide, Monster Manual, Monster 
Manual II, Legends & Lore, Unearthed Ar- 
cana, and Oriental Adventures. He also 
painted the BATTLESYSTEM™ cover, the re- 
vised GAMMA WORLD® cover, and lots of 
modules and ENDLESS QUEST® book cov- 
ers. Currently, he’s working on the cover for 
the new Dungeoneers’ Survival Guide hard- 
cover and the new DRAGONLANCE® Calen- 
dar cover, both due out in July. 

In addition, Jeff is well-known as a sculp- 
tor and model maker. His Halloween cos- 
tumes are always the hit of the company — 
ranging from the armor you see here to an 
amazingly realistic fly’s head to an incredi- 
bly complicated robot costume. “One of 
my ambitions is to work in movie costum- 
ing or special effects,” Jeff said. 

Jeff was born in Nicholasville, Ky., in 
1954. He drew a lot as a kid, primarily 
ghosts and monsiers. “Il watched lots of 
monster movies on the late show, and built 
every monster model kit | could get my 
hands on,” he said. 

His first oil painting was of Woody Wood- 
pecker, which he did on a piece of notebook 
paper. 

He went to high school in Nicholasville, 
and then to college at Murray State Univer- 
sity in Murray, Ky. There he met and mar- 
ried his wife Cynthia. They now have three 
children, Casey (5 years old), Christopher 
(4 years old), and Cara (1 1/2 years old). 

While in college, he and a friend pro- 
duced an animated short subject, Space. 
They entered it in the Kentucky Educational 
Television Film Festival, and tied for runner- 


up. “Then we sent it off to have a dupli- 
cate made, but the lab lost it, and so it 
vanished. Oh, well, another summer down 
the drain,” Jeff said. 

Cynthia was an art major, too. “We met 
because we were taking the same art class,” 
Jeff said. After they both graduated, Cyn- 
thia went on to graduate school while Jeff 
started working for a company that manu- 
factured springs for oil seals. “That lasted 
about six months,” he said. 

When Cynthia finished with grad school, 
they moved to Massachusetts with some 
friends. It was there that Jeff began his ca- 
reer as a professional artist. “I did freelance 
work for Warren Publications, including 
covers and comic strips for Creepy, Eerie, 
and Vampirella, and for Marvel magazines, 
including covers for Savage Sword of 
Conan and Bizarre Adventures. But my real 
income came from my job at the Okey- 
Doke Popcorn Company. . . . 

“| had met Larry Elmore through a mu- 
tual friend in Kentucky,” Jeff continued. 
“When | heard that Larry was planning to 
leave Fort Knox to join TSR, | got in touch 
with him and discovered that there might 
be other job opportunities there. So | ap- 
plied with TSR, got the job, and started 
here in March 1982. My first project was to 
paint gemstones on the spines of the first 
four ENDLESS QUEST® books, but it was 
definitely uphill from there.” 

“| guess my only advice for would-be art- 
ists is to keep practicing,” he said. “It 
worked for me, anyway." 

Jeff's hobbies include collecting science 
fiction-related toys, including robots, space 
guns, flying saucers, etc. He has also re- 
cently started a collection of old movie 
posters. His office (actually, just a drawing 
easel in the Artist's Bullpen) is filled with 


mementos of various cos- 
tumes. 

And there Jeff can be found 
every working day, his quiet de- 
meanor contrasting strangely with 
the bizarre, demented images that 
people his work. 


RUTH 
HOYER 


Ruth Hoyer is TSR’s Art Director. She de- 
signs the overall “look” for all of our 
product lines, creates advertisements for 
DRAGON® Magazine, prepares catalogs 
that we send to trade buyers on our upcom- 
ing releases, and supervises our graphic de- 
signers and keyliners. “I really love graphic 

| | design,” she says, “especially typography, 
logo design, and colors.” 

}| Ruth was born March 19, 1950, in Rich- 

|| land Center, Wis., which is northwest of 
Madison, but moved to Clinton, Wis., (just 
down the road from Lake Geneva) when 
she was three. 


“My father taught chemistry and physics 
at Clinton High School,” she said, “but was 
also interested in calligraphy and drawing. 
He was a big influence on me, and all 
through my childhood | could never decide 
whether | wanted to go into science or art. 

“As a child, | did a lot of natural history il- 
lustration to combine my two interests, but 
found myself drawn more and more to ty- 
pography, logos, and graphic design. By 
the time | got into junior high school,” she 
continued, “I had gotten into advertising 
design. | took art classes from grade school 
all the way through high school, and en- 
tered a number of poster design contests. | 
always won first prize,” she said. 

She graduated from Craig High School in 
Janesville, Wis. “I didn’t go to college right 
away,” she said, “because | was pretty 
burned out on schooling. Instead, | decided 
to travel around the U.S. for a while, got 
married and then divorced, and finally de- 
cided | was ready to start college in 1976.” 

Ruth attended the University of Wiscon- 
sin at Whitewater, majoring in art with an 
emphasis in graphic design. "I always had 
a lot of different interests, though, so in- 
stead of going after a B.F.A. in Art, | 
took a general B.A. degree, 


and studied philoso- 
phy, Eastern religions, and 
anything else that interested me. 

“One of my instructors, David Saylor, 
was a particular influence on me," Ruth 
said. “David was a graduate of the Pratt In- 
stitute of Design in New York, and he had a 
strong New York style — clean and func- 
tional. That appealed to me very much, and 
| found that our ideas about graphics had a 
lot in common." 

Ruth graduated magna cum laude with a 
B.A. in Art. “I couldn’t find a job for quite a 
while after | graduated,” she said. “The 
graphic arts field is always crowded, and 


its hard to get started. So, | did a lot of 
freelance and volunteer work to build my 
portfolio." 

Her first job was with the Lane Black- 
bourne Gallery in Janesville, where she was 
a picture framer and art salesperson. “We 
mostly handled corporate art for office 
buildings. | would help choose the pieces, 
frame them and place them. It was interest- 
ing work, and | stayed there for about a 
year." 

One of Ruth’s girlfriends from school had 
a son who worked for TSR, which led to an 
interview with then-Art Director Jim Roslof, 
and a follow-up interview with Pat Price. “I 
was more interested in an advertising art 
job, but the opportunity was in TSR’s Pre- 
Press department, so | joined the company 
as a Keyline Artist in 1982.” 

Keylining is the process by which type 
and art are pasted on boards to be sent out 
to the printer. It's a complex job, requiring a 
good eye, careful placement, and under- 
standing of the effect the graphic designer 
is trying to convey. 

After six months she was promoted to the 
position of Graphic Designer. “This was an 
exciting period in TSR’s growth,” Ruth said, 
“and | was delighted to help design a new 
look for the company’s products.” 

During her first year at TSR she met and 
soon married Bill Hoyer, who at that time 
was Assistant Manager of the RPGA. He 
f now works for the government in | 

Milwaukee, and they live 
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in a suburb of Milwaukee 
with their three cats. 

Ruth was promoted again in the fall of 
1983 to Senior Designer, and then to Art Di- 
rector in December 1985, when Ivor Janci 
left TSR. 

“| love my work, because | get to design 
the look for an entire product line. | created 
the formats for DUNGEONS & DRAGONS®, 
STAR FRONTIERS®, the DRAGONLANCE® 
Legends novels, and the BOOT HILL® revi- 
sion. Recently, | did the new department 
headers for AMAZING STORIES® magazine. 
Some of the individual products I’m most 
proud of are the 2001™ and 2010™ mod- 
ules for STAR FRONTIERS®, the Art of the 
DUNGEONS & DRAGONS® Fantasy Game 
book, and the new AGENT 13™ novel se- 
ries." 

“My hobbies and interests include sleep- 
ing, which | don’t do enough of since | be- 
came Art Director, gallery hopping, 
museum shows, and reading. | love to read, 


| especially Mark Twain, Sartre, and books on 


Eastern religions. Recently, I've been get- 
ting interested in film animation. And I’ve 
still kept a strong interest in science,” she 
said. 
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NEW PRODUCTS FOR JULY 1986 


AD&D® DUNGEONEERS’ 
SURVIVAL GUIDE 
by Doug Niles 

An incredible new AD&D® hardcover ru- 
lebook in the tradition of Unearthed Arcana 
and Oriental Adventures! 

The Dungeoneers’ Survival Guide is the 
complete reference work on dungeon ad- 
venturing, containing exciting new rules for 
spelunking, underground rivers, climbing 
for non-thieves, cave-ins and collapses, and 
much, much more! The DSG contains 
brand-new information on the various races 
that populate the strange world of the Un- 
derdark, including drow, kuo-toa, 
svirfneblin, derro, and many more. New 
rules for creating and stocking dungeons, a 
“how-to” guide for creating 3-D maps, and 
advice and guidance for players and DMs 
alike on how to improve a dungeon-based 
campaign make this incredible new refer- 
ence book a “must buy”! So reserve a copy 
at your favorite store today. . . . It’s sure to 
sell out almost immediately! 

Product No. 2019 
Suggested Retail Price: $15.00 


TERRIBLE SWIFT SWORD™ 
Three Days of Gettysburg Game 

An SPI™ Brand Wargame 

by Richard Berg 

In the immortal words of Bullwinkle the 
Moose, “This time for sure!” Yes, after two 
delays, the most famous game of the Battle 
of Gettysburg will be in your favorite gam- 
ing store in July. 

Thrill to this 3-map, 2,000-counter war- 
game covering all the action at the regi- 
mental level, with a new order of battle and 
new scenarios to bring it up to date with the 
very latest in Civil War research. This is the 
original monster game, so get ready for un- 
paralleled wargaming excitement! 

Product No. 3017 
Suggested Retail Price: $35.00 


E 


BARBAROSSA™ Game of the 
Russo-German War 1941-1945 
An SPI™ Brand Wargame 
by David Ritchie 
Braving overwhelming odds and a Lake 
Geneva winter (which rivals Moscow’s), the 
intrepid TSR editing and development team 
is pleased to announce that the long-de- 
layed BARBAROSSA™ game is finished and 
will be in your store in July! This strategic- 
level wargame of the Eastern Front contains 
unique rules for land, sea, and aerial opera- 
tions, political factors, and partisans. 
Product No. 3012 
Suggested Retail Price: $30.00 


MARVEL SUPER HEROES™ Game 
Advanced Rules Set 
by Jaundiced Jeff Grubb 
The best just got better! The rock-em’ 
sock-em’ game of Marvel™-ous excitement 
now has 160 pages of new rules, new op- 
tions, new powers, new characters, lots of 
hints for campaign creation, new 3-D AD- 
VENTURE FOLD-UP™ figures, new maps, 
spiffy new covers, new character cards, and 
a designer newly committed to Professor 
Xaviers™ Home for the Mentally Woozy! 
Yes, this is the one you've been waiting 
for! The Marvel™ role-playing universe just 
took a quantum leap into the future in this 
powerful new expansion set! Watch for it at 
your favorite store! 
(Who says this isn’t the TSR age of soft 
sell?) 
Product No. 6871 
Suggested Retail Price: $15.00 
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MARVEL SUPER HEROES™ 

Miniatures Set #4 
A boxed set of famous heroes and vil- 
lains including Angel™, Cyclops™, Invisible 
Woman™, Mystique™, Vision™, Daredevil™, 
Juggernaut™, Vulture™, Beast'™, 

Hobgoblin™, Mandarin™, and Iron Man™! 
Product No. 5376 
Suggested Retail Price: $11.00 


All Marvel characters, character names, and the distinctive like- 
nesses thereof are the trademarks of the Marvel Comics Group. 
MARVEL SUPER HEROES is a trademark of the Marvel Comics 
Group. ©1986 Marvel Comics Group, a division of Cadence In- 
dustries. All Rights Reserved. 


The PARAMOUNT™ Game 
by Michael Dobson 
Lights! Camera! Action! The exciting 
world of Hollywood movie production 
comes alive in this fascinating and fun 
boardgame. 
Product No. 1026 
Suggested Retail Price: $19.95 


The PARAMOUNT Game. Paramount logos. and all motion pic- 
ture logos are registered trademarks of Paramount Pictures 
Corp., and used under license. ©1986 Paramount Pictures Corp. 
All Rights Reserved. 


The BROADWAY™ Game 

Ever wanted to have a hit show on Broad- 
way? Want to see your name in lights on the 
Great White Way? Now’s your chance! 

The BROADWAY™ Game was invented 
over 25 years ago backstage in New York by 
Ernie Parmentier, and is a cult hit played in 
theater circles from New York to Hollywood. 
Now, in this version brought to TSR by 
stage and screen star Mike Farrell, you can 
see what the excitement’s all about! 

Break a leg! 

Product No. 1027 
Suggested Retail Price: $19.95 


BROADWAY™ & ©1981 MJ&E Productions Inc. 
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The HONEYMOONERS™ Game 

Bang! Zoom! A hilarious game based on 
the classic Honeymooners TV show, featur- 
ing Ralph Kramden and his zany friends! 
Become the “Complete Ralph Kramden” in 
this fast-moving game, calling out famous 
jokes from the all-time hit series. Va-va-va- 

voom! (A little traveling music, please.) 
Product No. 1025 
Suggested Retail Price: $19.95 


HONEYMOONERS is a trademark of VIP Corporation. ©1986 VIP 
Corp. 


Knight of Illusion 
ENDLESS QUEST® Book #33 
by Mary Kirchoff 
In this ENDLESS QUEST® Book, an evil 
king traps a daring young knight in a realm 
of illusion where nothing is what it seems.. 
. and danger lurks at every turn! 
Product No. 8533 
Suggested Retail Price: $2.25 


NEW PRODUCTS FOR JUNE 1986 


DUNGEONS & DRAGONS® Set 5: 
Immortals Rules 
Finally, the titanic conclusion to to the 
greatest role-playing game of all time! Only 
the bravest, most skilled adventurers can 
scale the ultimate heights of power. . . and 

enter the Realms of Immortality! 

Product No. 1017 
Suggested Retail Price: $15.00 


DRAGONIANCE® Legends, Volume 2 
War of the Twins 
by Margaret Weis 
and Tracy Hickman 
The DRAGONLANCE® Legends trilogy 
continues as the twins Caramon and Raist- 
lin wage a battle through time! 
Product No. 8308 
Suggested Retail Price: $3.95 
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Best of DRAGON® Magazine, Volume 5 
edited by Kim Mohan 
A new anthology of the best-ever articles 
and features from the pages of role-play- 
ing’s best magazine! Add to your collection 
of role-playing information and_ inspiration 
with these long out-of-print articles. 
Product No. 8113 
Suggested Retail Price: $4.50 


The BALDERDASH™ Game 

In the BALDERDASH™ game, players try 
to bluff each other by creating phony defini- 
tions for some of the zaniest, most unbe- 
lievable words in the English language. 
With 2,500 bizarre words from “perwitsky” 

to “sarpler,” get ready for hours of fun! 
Product No. 1024 
Suggested Retail Price: $27.95 


BALDERDASH™ & ©1986 Gameworks Creations, Inc.. sold under 
license by the Canada Games Co. 


CA2 Swords of Deceit 

AD&D® Game Adventure 

by Stephen Bourne, Ken Rolston 
and Steve Mecca, and Michael Dobson 

Three thrilling short adventures set in the 
mysterious city of Lankhmar! 

In The Curse of Valinor, a tale of family in- 
trigue is complicated when a supposedly- 
dead magic-user rises again to avenge his 
murder! 

In Return of the Rats, Fafhrd and the Gray 
Mouser have been kidnapped by a strange 
rat-creature. Descend into the catacombs 
beneath the streets of Lankhmar, expose 
the false rat-god, and rescue the heroes 
from a horrible death! 

Finally, in One Night in Lankhmar (Makes 
a Proud Man Humble), protect a beautiful 
woman and survive the Night of Fear... 
when the very gods of Lankhmar walk the 
fog-shrouded streets at midnight! 

Each adventure can be played in a single 
night, or you can link them together in a 
thrilling campaign series! 

Product No. 9170 
Suggested Retail Price: $8.00 


LANKHMAR, FAFHRD, and GRAY MOUSER are trademarks of 
Fritz Leiber and are used with permission. 
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18 Ravager of Time 

AD&D® Game Adventure 

by Graeme Morris and Jim Bambra 

An unusual adventure for character 
levels 8-10. 

An evil sorceress has created a sinister 
magic spell that steals life energy from her 
victims and uses it to power an awesome 
army of androids! 

When the heroes fall under her spell, they 
suddenly become old and doddering . . . 
and must find and defeat the evil witch be- 
fore they die of old age! 

Product No. 9169 
Suggested Retail Price: $8.00 


Nightmare Realm of Baba Yaga 
AD&D® Adventure Gamebook #8 
by Roger E. Moore 
A mighty-thewed adventurer finds a 

strange hut that walks on chicken legs . . . 
the mysterious home of Baba Yaga, the 
witch of Russian mythology. Once inside, 
he is plunged into a world of mystery and 
nightmare — from which there is no es- 
cape! 

Roger Moore’s Hut of Baba Yaga module 
in the pages of DRAGON® Magazine killed 
off many a high-level adventurer. Now, you 
can brave its dangers in this incredible solo 
gamebook. 

Product No. 8958 
Suggested Retail Price: $2.95 


Amber Sword of World’s End 
ONE-ON-ONE™ Gamebook #6 
by Michael Price 
Become a powerful monk or a barbarian 
fighter as you travel to the lost islands of 
World’s End to recover the mysterious Am- 
ber Sword! 
Product No. 8466 
Suggested Retail Price: $5.95 


Unless otherwise noted: 
® denotes registered trademarks owned by TSR, Inc. 
™ denotes other trademarks owned by TSR, Inc. 


©1986 TSR. Inc. All Rights Reserved. 


Administrator's advice 


How to make and maintain a TOP SECRET® campaign 


by John J. Terra 


When I originally introduced the TOP 
SECRET® game to my AD&D® game 
players, the response was less than over- 
whelming. Out of the fifteen people in my 
campaign, only four showed any interest in 
trying out the game. Everyone else was 
either unexcited about a “modern-day” 
role-playing game or disliked dealing with 
real weapons and actual world problems 
such as terrorists, spies, and the like. It 
seemed a bit too close to reality. 

That was eighteen months ago. Today, 
our TOP SECRET campaign contains ten 
players out of those fifteen, and one of the 
first four is an Administrator, too. Some of 
these players even like it better than the 
AD&D game! How was this turnaround 
achieved? 

This article will try to give some answers. 
The TOP SECRET system is an excellent 
espionage role-playing game that should 
enjoy more popularity than it currently has. 
Of course, since any game is only as good 
as the person who referees it, perhaps the 
observations and advice included here will 
help other Administrators develop more fun 
and interesting campaigns, and perhaps win 
over some of those hesitant players. 


The organization 

One of the first things an Administrator 
(or Admin, for short) should have estab- 
lished before starting a campaign is a good 
espionage organization for player character 
spies. The organization is responsible for 
sending the agents on missions, paying 
them upon successful completion of said 
missions, and disciplining them for rules 
infractions, among other things. To create a 
strong, believable spy organization, answer 
for yourself the following questions: 

1. Who started the organization, and 

why? 

2. What are its goals, and how does it go 

about achieving them? 

3. Is it a known agency, or is it secret? If 

secret, why? 

4. Where is it located? 

For example, I created an organization 
called I.C.I.C.L.E., short for InterConti- 
nental Investigation, Confiscation, and Law 
Enforcement. It was established by thirty 
Western and neutral nations to be a pool of 
agents that cannot be traced to one single 
country. It exists to keep national stabilities, 
prevent wars, foil Eastern-bloc espionage 
activity, and combat terrorism. The agency 
is unknown, to the public and to most non- 
member nations, since the agency feels 
secrecy is one of its best weapons. Its main 
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headquarters is in Coventry, England. 

As you can see, the international flavor of 
the group justifies many different agent 
nationalities working together in a logical 
way. Also, its multi-faceted role promises 
the full gamut of missions with the whole 
world available as possible locales. Conse- 
quently, the agency has many enemies to 
deal with, since they cannot achieve their 
goals without stepping on a few toes. 

Since there are no moral alignments in 
TOP SECRET gaming, the Admin may 
wish to assign a code of ethics and rules for 
the organization. Such rules could prevent 
“over-enthusiastic” agents from torturing, 
looting, and firing twenty rounds at the 
nearest KGB agent who looks at them the 
wrong way. Spies, after all, are supposed to 
be subtle. 

Of course, a nice, healthy agency bu- 
reaucracy can put a damper on agents who 
do things such as taking equipment from 
enemies that they have killed. When my 
agents defeated a piracy attempt by a group 
of machine-gun-wielding terrorists, sud- 
denly everyone wanted to keep the AK-47 
assault rifles left by the terrorists. So, every- 
one found themselves filling out form P- 
152a, requesting permission to keep items 
they found. A percentile dice roll of 20% 
plus 5% per level of agent gave the lucky 
applicants the weapon they wished. 

Additionally, as the Admin, I sometimes 
give one or two agents a special assignment. 
Usually it involves keeping an eye out for 
“abnormal behavior” in his or her team- 
mates. Any act of unjustified malice is 
reported, and goes on the agent's dossier. 
This sort of mission is usually delegated to a 
member of the Investigation bureau. 

If you are not interested in designing 
your own agency, you can choose an agency 
already in existence, either an actual one 
(FBI, NSA, Mossad, DI-5), or a fictional 
one (U.N.C.L.E., CONTROL, IMF). The 
advantage with these groups is they already 
have a defined structure, origin, etc. There 
is very little preparation necessary on the 
part of the Admin, though a bit of research 
can help in playing the organization the 
way it is meant to be. [See DRAGON® 
issues #93 and #97-99 for potential organi- 
zations that may be used in TOP SECRET 
games. — Editor] 


The reality factor 

The tone you set for your game is very 
important. You can expect players to behave 
for the most part in the same manner that 
you do. Ask yourself just how realistic you 


want your campaign to be. Is your setting 
one that includes robots, lasers, clones, and 
other things not exactly commonplace in 
our time period? Perhaps you want some- 
thing like the television show “Get Smart,” 
where everything is either tongue-in-cheek 
or downright crazy. The above-mentioned 
settings allow for a truly interesting, not to 
mention bizarre, campaign. However, 
things can get out of hand. Games like this 
can disintegrate into nonstop joke fests. 
This in itself is not so bad, if you wanted it 
in the first place. 

My favorite approach is the realistic one. 
While I have run certain secret organiza- 
tions which steal nuclear bombs or create 
lethal gasses and such, my missions for the 
most part are based on things that exist 
today. My standard is this: Can the situa- 
tion that occurs in this adventure possibly 
happen or have already happened? 

The world news section of your paper can 
offer some truly exciting ideas for adven- 
tures. The recent West German spy scan- 
dal, with its wave of defections on both 
sides, provides some interesting possibilities 
for missions. Also, there’s illegal arms ship- 
ments to Iran to be stopped and cocaine 
smuggling from South America to be foiled. 
What about the recent attacks on NATO 
installations by terrorists? These are the 
sorts of things from which good adventures 
come. 

By the same token, it is strongly sug- 
gested that if you do use current events for 
inspirations, good taste should prevail. 
Sending agents out to avenge assorted car 
bombings or hunting down Salvadoran 
death squads seems to be a poor reaction to 
the tragic and confusing goings-on in some 
parts of our world, especially when such 
events are embroiled in controversy and it is 
hard to tell who the bad guys are. 

Making the agents do too much, or mak- 
ing them do something so far-fetched that if 
it happened in the real world it would be 
the end of civilization as we know it, is 
another trap into which Admins may fall. 
Take the following adventure. See if you can 
spot where it starts to get a bit unrealistic. 
The agents are supposed to go to the Soviet 
Union and book passage on the Trans- 
Siberian railroad. They are to go to this 
remote area where a secret lab is located. 
Once at the lab, they are to break in and 
steal a particular object. After they take it, 
they are to go to Vladivostok and steal an 
experimental submarine, then sail it to 
Pearl Harbor. 

If anyone out there raised their eyebrows 


at the words “experimental submarine,” 
then give yourselves 500 experience points 
(plus an extra hundred if you are an Investi- 
gator). Does anyone have any idea how 
tight Soviet Naval security is? If you re- 
member the true story of the Soviet de- 
stroyer that tried to defect to Sweden, only 
to be stopped by a massive force of mari- 
time strike aircraft and naval vessels, you 
know that the Soviets would be even more 
paranoid about an experimental submarine. 

A mission like the above mentioned one 
is certainly spectacular, but tell me, what 
does one do for an encore? How can the 
Admin outdo himself now? Only by making 
the situations more and more impossible. 
While some Admins find this acceptable, I 
think that AD&D gaming has a good term 
for it: Monty Haul. 

If you intend to run a campaign that 
meshes with our current world situation, 
then forget such missions as assassinating 
Qaddafi, Khomeini, or any other irksome 
leader. Don’t bother trying to overthrow 
Castro, blow up the Soviet aircraft carrier 
Kiev, or spark a war between China and 
the Soviet Union. Stay with things that 
could be happening “behind the scenes.” 


Scenario work 

Now that you have an agency from which 
you can send agents, and you have deter- 
mined the overall tone of your campaign, 
your next step is to provide your players 
with exciting, challenging, and fun missions 
that will keep them on their toes, and possi- 
bly even attract new players. First, let’s look 
at the ready-made scenarios available at 
your local hobby shop. 

The one common denominator in all of 
the TOP SECRET modules is the feasibil- 
ity, however remote, of the situation really 
happening. Just recently, PLF terrorists 
hijacked the ocean liner Achille Lauro in 
the Mediterranean, which is exactly what 
happens in one particular module. (I won’t 
reveal which one .. . It’s supposed to be a 
surprise for the agents!) 

The two most far-fetched modules are TS 
002, Operation: Rapidstrike!, and TS 008, 
Operation: Seventh Seal. They deal with 
mad scientists and nuclear terrorism, re- 
spectively, and are very challenging. Situa- 
tions in real life along these lines are 
possible, but not probable. 

TS 004, Operation: Fastpass, is a classic 
East-West defection scenario. The maps 
provided give the Administrator some fine 
inspiration for further adventures in Eastern 
Europe. 

TS 006, Operation: Ace of Clubs, is a 
nice whodunit, and offers a good chance for 
players to really role-play their characters, 
as well as bone up on old skills or learn 
some new ones. Like Fastpass, it can be 
used over and over again. 

My favorite is TS 005, Operation: Orient 
Express, which gives not one but six differ- 
ent adventures on the European Rail sys- 
tem. This module is a real bargain. Like 
Fastpass, it too, can be used over and over, 
and is a valuable resource for traveling in 


Europe by train. It is also perfect as an 
escape route for your NPC villains who 
have been foiled by your intrepid players! 

If you do not have the Administrator’s 
screen, this is another good item. Not only 
do you have the charts at your easy reach, 
the mini-module is challenging as well. The 
same holds true for the recently released 
TOP SECRET Companion volume. 

I will not go into the modules included in 
DRAGON Magazine, due to the difficulty 
in locating the issues that have them. If you 
can, by all means get “Operation: White- 
out” (DRAGON issue #87). 

The other scenarios available to an Ad- 
min are the home-grown variety. Unlike the 
preplanned modules, design-your-own 
modules offer you the advantage of com- 
plete freedom of design. Since the campaign 
hinges on the missions it features, extra care 
should be taken in preparation of scenario. 
A constant string of badly planned games 
will lead to a decline in players. 

The missions you give your agents should 
be consistent with the goals of the organiza- 
tion to which they belong. The first thing 
that should be considered is what locales are 
to be used as backdrops to the mission. 
Taking a package of plans from point A to 
point B is easy enough, but add the Soviet 
Union as the scene of the adventure and 
things become harder to do. Recovering the 
remains of a ditched U.S.A.F. B-52 may 
seem routine, but if the bomber crashed in 
Libya, well... 

Which leads to another point, namely the 
objective. Let’s take the crashed B-52 
bomber as an example. It crashed in Libya, 
so why are a group of NATO agents trying 
to salvage it? It just so happens that this 
particular plane has some state-of-the-art 
elint (electronics intelligence) equipment on 
board, commonly used by the majority of 
the NATO nations, and it cannot fall into 
the wrong hands. There’s your objective. 
Find the equipment and bring it back. If 
you cannot do this, then destroy it. thus far, 
this still seems like your basic recovery 
mission, rehashed from movie, television, 
and book plots. Ah, but now comes the next 
element! 

Call it “complications” or “plot twists.” 
Nothing is ever as it first seems. This can be 
information either unknown to or withheld 
by the case officer assigning the mission. 
Murphy’s Law reigns supreme in the field 
of complications. Back to the example: The 
agents are briefed and sent packing to 
Libya. What the agency does not know is 
that the KGB was immediately tipped off 
about the crash, and Soviet agents have 
already dispatched a team to retrieve the 
equipment. Also, a group of nomadic ter- 
rorists are converging on the wreckage, and 
a group of anti-Qaddafi partisans have 
seized the surviving crewmen in an attempt 
to bargain for military aide from the U.S.A. 

Does this sound complicated? Of course it 
does! But if the Admin is organized, there 
should be minimal confusion. Once again, 
plausibility should take precedence over 
complications. It certainly would not make 


sense to have a squad of militant neo-Nazis 
also converge on the plane. Everything 
thrown at the players should have a logical 
(and not far-fetched) explanation. 

Notice that the last plot twist is not neces- 
sarily bad, if the agents play their cards 
right. In theory, the Western agents and the 
anti-Qaddafi faction are pursuing the same 
goals. If the agents find these people, both 
groups could benefit. Always give the 
agents an even break. Remember, you are 
not out to kill everyone off. 

Thus, designing a module can be as easy 
as following these steps: 

a. Select a geographical location; 

b. Create a situation; 

c. Create a list of people involved; 

d. Draw up maps and floor plans, if 

needed; 

. Make up a chronology, so you know 
who is where and when; 
Set the objectives for the agents, and 
write up their briefing; 
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g. Whip up a series of nice twists and 
complications (since things are never 
as they seem); and, 

h. Invite the players over and enjoy! 

Books and movies can be good sources of 
adventure, as long as you are careful that 
your players are not reading or watching 
the same things you are. Take one of those 
plots, and ask yourself what you would 
change if you’d written that book, or di- 
rected that movie. Watch “The Avengers” 
“Mission: Impossible,” “I Spy,” and 
“McGyver” for visual inspirations, and 
read books by Ken Follett or Robert 
Ludlum for literary inspirations. 

While we are at it, movies like Rambo, 
The Terminator, Dirty Harry, or Com- 
mando, while nice to watch (I suppose), are 
terrible excuses for a TOP SECRET adven- 
ture. Besides, you could go crazy rolling all 
of those gunshots to see if they hit, and 
where, and how severe the wounds are, and 
so on. 


Personalities 

A good adventure can combine an exotic 
setting with a tough challenge. You can 
weave plots and sub-plots, with clues strewn 
about for your agents to find and piece 
together. But if you don’t have good, realis- 
tic non-player characters, you are wasting 
your time as well as that of your players. 
Since many missions involve human targets 
and contacts, it is incumbent upon the 
Admin to come up with NPCs that the 
characters can believe in and relate to. 

Every good story has an antagonist, and 
what is a TOP SECRET adventure but a 
story in which characters participate? An 
antagonist can be anyone from a basic 
lackey who guards a target to a wily KGB 
colonel who seems to slip through the 
agents’ lingers time and time again, to 
return and befuddle them in the future. 
Obviously, the Admin would spend more 
time developing the latter NPC, though 
most NPCs deserve some minimal fleshing 
out. 

Languages known, high AOKs, a physi- 
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cal description, and a short personality 
sketch should be included for all but the 
most insignificant characters. It also helps 
to throw in detailed, ad-libbed descriptions 
of a few random passersby. It makes the 
players suspicious of them, since they prob- 
ably think you would not bother describing 
the NPC unless it means something impor- 
tant. It sure does mean something, all right. 
It means the players will go crazy. This can 
be fun. More on this later. 

Remember, these NPCs have origins, 
goals, motivations, and a few ingenious 
ideas of their own. They, too, have been 
trained and outfitted by their respective 
organizations. They are not just clay pi- 
geons waiting to be blown away by trigger- 
happy agents — at least, not all of them 
are. Even the lowly guards should be alert, 
suspicious, and competent. Otherwise, they 
wouldn't be guards in the first place! 

Of course, the greatest temptation for the 
Admin is to allow the NPCs to act upon 
knowledge that they would have no way of 
knowing. The Admin has to put himself in 
an NPC’s place, and ask what he would 
know and do in a particular situation, limit- 
ing your responses to what can be allowed 
based on the NPC’s statistics. One frustrat- 
ing hazard the Admin faces is when some of 
his prize NPCs are wandering into a bril- 
liantly planned trap, courtesy of the players, 
and there is no way NPCs could know 
anything about it. You have to sit there and 
let it happen. 

Give the NPCs a three-dimensional qual- 
ity. A particular assassin may be fond of 
classical music (give him a Fine Arts AOK 
of 100), or a jewel thief may have a personal 
distaste for killing and thus not carry a gun 
(this would be a perfect character to give a 
high Evasion rating to, for making easy 
escapes!). 

Not every confrontation with an enemy 
agent need be fatal. Nothing injects a little 
color more than a healthy rivalry with 
someone who can be a challenge. This lends 
continuity to the campaign. The players get 
a sense of accomplishment in foiling and 
outwitting an archenemy. Perhaps the ri- 
valry will ultimately end with one side or 
the other dead, but at least both can be 
satisfied that each gave a good account of 
themselves, and the victory will have been 
well-earned. 

Write down the stats of your NPCs on 3" 
x 5" cards, and file them in alphabetical 
order to keep everything organized and 
quickly accessible. This is perfect for those 
NPCs that always pop up at the most inop- 
portune times. 

Another matter entirely concerns the 
brief contacts, the faceless cut-outs, or the 
horde of 100 angry Iranians that the agents 
have brought down on themselves due to 
sloppiness. Life stories, relatives, and what 
flavor ice cream they enjoy are moot. These 
people need only the briefest detail, since 
they are only cannon fodder. Concentrate 
only on the NPCs that you think the agents 
will most likely get involved with in one way 
or another. 
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Case officers and other members of the 
players’ organization may also be fleshed 
out, with satisfying results. For example, if 
your spy organization has two case officers 
— one who happens to be very easy-going 
and another who is short-tempered — no- 
tice how differently the players act towards 
each in situations like debriefings. Once 
again, the players get a sense of continuity. 
They will get to know and come to expect 
certain behavior from certain NPCs. Need- 
less to say, agents who act disrespectful 
towards a grouchy superior can expect the 
worst missions imaginable. 

In short, make your NPCs human. 
Agents will be less prone to kill if the char- 
acters they face seem real. When running 
an NPC, play the part well. Ham it up! 
That’s what role-playing is for. 


Just because you’re paranoid... 

In the AD&D game, a DM can strike 
terror in the heart of the stoutest players 
simply by rolling dice, deliberately glancing 
at certain charts, then smiling wickedly. 
This is known as a paranoia roll. The TOP 
SECRET game allows the same opportu- 
nity, but it must be more subtle. 

What a wonderful world we live in! Such 
variety, such excitement. So many people, 
each with their own story. People can be 
peculiar — even normal people. Reflect this 
in the game. Observe: You and your three 
friends are agents in Vienna, Austria, try- 
ing to track down a dangerous GRU agent. 
The following description is read to you. 

“You four are seated at a sidewalk cafe. 
At the table on your right are two men 
dressed in badly tailored suits. They are 
furtively looking around the cafe, and one 
man keeps adjusting his tie. The waitress 
seemed extremely friendly; she asks your 
names and where you are staying. Twenty 
feet down the street is a parked Mercedes in 
which a man appears to be listening to a 
Walkman. At the fourth table behind you is 
a man in an ill-fitting suit drinking vodka 
and chain smoking smelly thin cigars. He 
looks arrogant. The waitress arrives with 
your order. The dishes are not prepared 
quite to your liking. The waitress explains 
that the cook is new. At the street corner sit 
four people at a bus stop, two men and two 
women. They are not traveling together.” 

Does anyone have any idea who the 
enemy is? There are many possible leads, 
and the situation certainly looks threaten- 
ing. That is the idea! In the world of espio- 
nage, everyone is suspect. It is a world 
where each mistake could be your last. Let 
the players know this. Use your voice to 
your advantage. Stress mundane facts. 
“The man in the car appears to be listening 
to his Walkman.” Of course he does! He is 
listening to it. Players, however, will kick 
their imaginations into high gear and sus- 
pect that the Walkman is a gun or some- 
thing. This could lead to some very 
amusing (or horrible) results. 

This is a big world with an even bigger 
population. Try to have as many people as 
possible in a starring role. Don’t make all 


KGB agents alike, wearing ill-fitting suits 
and having Coordinations of 30. These 
people are experts. Avoid stereotypes. 
Incidentally, the two men looking uneasy 
are trying to pick up girls, hence their un- 
ease and furtive glances. The waitress is 
merely a flirt, the man in the car is on 
vacation, and the arrogant vodka drinker is 
a man who happens to be arrogant, drinks 
vodka, and has poor taste in clothes. And 
the cook? Oh, he’s just new, that’s all. The 
GRU agent is one of the women who even 
now is taking a seat on the bus which has 
just pulled away. Better luck next time. 


. .. doesn’t mean they won’t get you 

“Don’t get mad; get even.” It’s not really 
the best way to live, unless you happen to 
be an Administrator. The complications 
tables given in the TOP SECRET rules, as 
well as in the Companion volume, are 
exactly what the Admin needs to drive 
home the point that actions have conse- 
quences — sometimes fatal ones. This is 
especially true when the complications call 
for an assassination attempt against the PC 
agents. 

When such an action is called for, by all 
means, give the agents a fighting chance. In 
fact, the attempt itself can be the basis for a 
whole adventure. The agents just would not 
know that for a fact. Take the following 
example. 

A long while ago, the agents in my cam- 
paign broke up a nest of Exterminators (a 
group of assassins mentioned several times 
in early DRAGON issues; I made them a 
world-wide assassins’ network) in Paris. 
Unfortunately, a few of the enemy agents 
escaped with a good description of my 
agents. All was forgotten and other missions 
followed, until one day a London tabloid 
came out with a story hinting at the exist- 
ence of an ultra-secret Western spy agency 
based in England. 

The description fit “my” agency to a T, 
and the higher-ups, who were positively 
livid at these uncomfortably accurate allega- 
tions, immediately dispatched the intrepid 
agents to find out where the leak was. They 
visited the reporter at his office. So far, so 
good. 

What they did not know was that the 
story was a tip given by an Exterminator. 
The Exterminator then rented an office 
directly across the street from the reporter’s 
office window, set up surveillance equip- 
ment, and watched to see who would nibble 
at the bait. 

By the time they realized what was going 
on, several of the PC agents were killed and 
the killers had escaped, to return someday 
to plague the agents again. An archenemy is 
born, and a contest of survival begins. 

In that particular scenario, the agents did 
have a few chances to guess at what was 
happening. It was not a hopeless situation. 
In fact, the mission in Paris that started the 
whole thing in motion was very sloppy, 
hence the vendetta’s generation. Had loose 
ends been tied up a bit tighter, the enemy 
would have less information to go on and 
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CITY ADDRESS 


BIRMINGHAM 
DALEVILLE 
HOMEWOOD 
BAKERSFIELD 
FORT BRAGG 
MERCED 


PASADENA 
ROSEVILLE 


HAMPTON 

STORRS 

WEST HARTFORD 
CLAYMOUNT 
NEWARK 
BRADENTON 
BRADENTON 
CLEARWATER 

FT. WALTON BEACH 
MIAMI 
WEPTUNE BEACH 
OAKLAND 
ORLANDO 

PALM BAY 
TALLAHASSE 
ATLANTA’ 
CEDAR RAPIDS 
DES MOINES 
GRANITE CITY 
MT. PROSPECT 
ELKHART 
ELWOQD 
INDIANAPOLIS 
OVERLAND PARK 
WICHITA 
HOPKINSVILLE 
LOUISVILLE 
RADCLIFF 
BATON ROUGE 
LEESVILLE 
SLIDELL 
BOSTON 

K. ATTLEBORO 
NEWBURYPORT 
BALTIMORE 
COCKEYSVILLE 
COLUMBIA 
HAGERSTOWN 
EAST LANSING 
COLUMBIA 
KANSAS CITY 
OVERLAND 
GREAT*FALLS 


STORE NAME 
Lion & Unicorn Inc. 1915 11th Ave. 

Book Chest 238 Daleville Ave. 
Homewood Toy & Hobby 2830 S. 18th Str. 
Comics & Characters 3217-B Niles Str. 
Oragon's Lair 219 N. McPherson St. 
Hobby Castle 60 W. Olive Ave. 

The Gaming House 1260 £. Colorado Blvd. 
Puzzle Box 1000 Sunrise Ave Suite 108 
Flock Stock & Barrel Rt. 6. 

Flock Stock @ Barrel 1254 Storrs. Ad. 

War & Pieces 7 §. Main St. 

Book Thrift Tri State Mall 

Days of Knights 58 E. Main St. 

Tine Machine 3320 Manatee Ave. W. 
Tiae Machine II S748 W. 14th St. 
Modelers Mart 2071 Range Rd. 

Dave's Hobbies 700 0.Beal Parkway 
Hobbyland 18455 S. Dixie Hwy. 
Hobby Oasis 540 Atlantic Blvd. 
Adventure Games 1001 W. Oakland Pk. Blvd 
Enterprise 1701 2814 Corrine Qr. 
Dragons Den 2020 Palm Bay Rd. 

The Grinning Gremlin 824 W. Tharpe St. 
Sword of The Phoenix Lenox Square Mall 
Pookoo Games 3421 Mt. Vernon Rd S.E. 
Fantasy Game Shop 2306 1/2 University 
Mini Mall Hobbies Hini Mali Shopping Ctr. 
Games Plus 20 W. Busse Ave. 
Adventure's Quest 2005 Cassepolis 
Metalcraft Miniatures & Nore 1000 N. 9th St. 

The Game Preserve 6101 W. Keystone 
Clint's South 9601B Metcalf Sq. 
Fantasci 4015 W. 13th St. 
Hobbyshop #2 Pennyrile Mall 
The Great Escape 2433 Bardstown Rd. 
The Bookstore Radcliff Plaza 
Elliott's Book Shop 3060 College Dr. 
Computer & Hobby Center 105 S. 3rd St. 
Limited Wish 544 Old Spanish Trail 
Compleat Strategist 201 Massachusetts Ave. 
Toy Depot 570 Kelley Bivd. 
Toy Soldier #2 19A Inn St. 
What's Your Game Harbor Place 
Alternate Worlds 9924 York Road 
Patowmack Toys 1254 Columbia Mall 
Masters Hobby 615 Dual Highway 
Riders Hobby Shop 920 Trowbridge Rd. 
Rockbottom Books € Comics 1019 E. Walnut 
Clint's Books 3943 Main St. 
Games Crafts € Hobbies 9220 Lackland Rd. 
Hobby World Holiday Yilliage Mall 


PHONE 


(933-0777) 
(598-4221) 
(879-3986) 
(366-8122) 
(964-5070) 
(723-6662) 
(449-9107) 
(781-2666) 
{455-0272) 
(429-9107) 
(232-0608) 
(798-3378) 
(366-0963) 
(748-4879) 
(758-3684) 
(443-3822) 
(862-2014) 
(238-4387) 
(269-2066) 
(561-1434) 
(896-1701) 
(768-0673) 
(358-1518) 
(231-4244) 
(362-6120) 
(274-2521) 
(877-8099) 
(577-9656) 
(262-2121) 
(552-2073) 
(257-7116) 
(381-4213) 
(942-5705) 
(886-5747) 
(456-2216) 
(351-1801) 
(942-1060) 
(239-0757) 
(643-4060) 
(267-2451) 
(695-1672) 
(452-8241) 
(685-0008) 
(667-0440) 
(730-0977) 
(739-1933) 
(332-6880) 
(443-0113) 
(561-2848) 
(423-2199) 
(727-1010) 


CITY 
HAVELOCK 
WINSTON SALEM 
NEW BALTIMORE 
CHARLOTTE 
MONTCLAIR 

OLD BRIDGE 
WHITESBORO 
AZTEC 

BUFF ALO 

NEW YORK 

NEW YORK 
ITHACA 
PLATTSBURGH 
SYRACUSE 
AKRON 

DAYTON 

KENT 
PAINESVILLE 
PORTLAND 

KING OF PRUSSIA 
LEBANON 
LEMOYNE 
PHILADELPHIA 
N. CHARLESTON 
MADISON 
MEMPHIS 
ARLINGTON 
DALLAS 

EL PASO 
IRVINE 
LUBBOCK 
LUBBOCK 


STORE NAME 
Readers Haven 
J And S Hobbies & Crafts 
Fantasy Castle 
Dragon's Nest Inc. 
Compleat Strategist 
Adventure Hobbies 
Pat's 
Charlies Hobbies 
Bragon's Dice 
Compleat Strategist 
Compleat Strategist 
Quest's End 
The Command Post 
Twilight Books & Games 
Little Shop of War 
The Tin Soldier 
Spellbinders 
Danielson Dungeon 
Military Corner 
Compleat Strategist 
Spellbound Hobbies 
The Magic Shop 
Compleat Strategist 
Green Dragon 
The Great Escape 
Raleigh Hobbies 
Lone Star Comics & Sci Fi 
Lone Star Comics & Sci-Fi 
Rita's Paperback Book Exch. 
Lone Star Comics € Sci-Fi 

Gizmo's 

Star Books & Comics 
GRAPEVINE Triple R Hobby Shop 
MESQUITE Lone Star Comics € Sci-Fi 
CHARLOTTESVILLE The Standard Bearer 
FAIRFAX What's Your Game 
FALLS CHURCH Compleat Strategist 
HAMPTON Campaign Headquarters 
NORFOLK Campaign Headquarters 
HORFOLK Triology Shop 
RICHMOND Qne-Eyed-Jacques 
SPRINGFIELD What's Your Game? 
STAUNTON SES Services 
STERLING PARK Wargames Hobby Shop 
VIRGINIA BEACH Trilogy Shop 
BREMERTON The Gamemasters 
RAYMOND Pacific Wholesale 
RENTON Heritage Book Shap 
HARPERS FERRY Depot Hobby Shop 
PARKERSBURG The Golden Gryphon 


ADDRESS 
Slocum Valley Square 
712 Waughton St. 
50979 Washington 
North Park Mall - 
215 Glenridge Ave. 
596 Englishtown Rd. 
K's Indoor Mart Rt. 9 
218 N. Main St. 
5 W.Northrop Pl. 
11 East 33rd. 
320 West 57th St. 
220 The Commons 
14 Brinkerhoff St. 
1411 N. Salina St. 
5 Merriaan Rd. 
6159 Far Hills Ave. 
136 €.Main St. Suite 6 
1480 Thatcher Or. 
2725 W.E. Broadway 
254 W. Dekalb Pike 
814 Cumberland St. 
829 J State St. 
2011 Walnut St. 
0-15 Charlestown Mall 
Old Town Village 
4970 Raleigh Lagrange 
511 €. Abram 
7738 Forest Lane 
34 Sunrise Shopping Ctr. 
2550 N. Beltline Rd. 
4401 82nd St. 
2014 34th St. 
422 S. Main St. 
144-146 Town E. Mall 
8 University $/C 
Fair Oaks Mall 
103 E. Broad St. 
47.£. Queensway Mall 
145 £. Little Creek Rd. 
340 €. Bayview Blvd. 
3104 W. Cary 
Springfield Mall 
P.0. Box 2672 
Holly Plaza United 16 
5773 Princess Anne Rd. 
2202 E. Lith St. 
147 S. 3rd. St. 
Renton Shopping Ctr. 
High Street 
219 6th St. 


Dragon 


PHONE 
(447-1355) 
(788-3046) 
(725-2150) 
(596-9465) 
(744-6622) 
(251-2030) 
(522-9426) 
(334-3703) 
(837-1121) 
(685-3880) 
(582-1272) 
(272-2221) 
(561-5033) 
(471-3139) 
(374-0814) 
(435-3295) 
(673-2230) 
(357-5490) 
(287-6088) 
(265-8562) 
(273-7834) 
(737-7559) 
(563-2960) 
(744-8783) 
(865-8052) 
(377-1129) 
(265-0491) 
(373-0934) 
(757-1143) 
(659-0317) 
(794-2068) 
(744-9150) 
(481-5345) 
(681-2040) 
(979-5545) 
(591-7262) 
(532-2477) 
(723-8433) 
(583-9451) 
(587-2540) 
(359-5163) 
(971-5951) 
(885-5530) 
(450-6738) 
(490-2205) 
(373-3269) 
(427-2223) 
(271-1776) 
(535-6610) 
(422-6787) 


67 


less of a chance to strike back. 

Thus, retaliation by enemy agencies is 
not always certain; when it is, there is still a 
chance the agents can find a way to survive 
it. Be creative in the actions of your NPCs, 
and your players will enjoy the challenge, 
even if they do manage to get their charac- 
ters killed in the process. 


Administrator style 

The beauty of the TOP SECRET game is 
the low margin of error allowed to the par- 
ticipants. In AD&D games, if three-fourths 
of the party gets wiped out, the resurrec- 
tion, wish, or alter reality spells are trotted 
out, and POOF! All is well. On the other 
hand, if four out of six agents on a mission 
get gunned down by the Red Brigade — 
well, it was nice knowing them. This makes 
TOP SECRET gaming very, very exciting, 
knowing that each mistake could very well 
mean the end — unless, of course, you have 
a Fame and Fortune point to spare. 

Fame and Fortune points are all that 
stand between an agent and the enemy’s 
Uzi. They are very potent and should be 
carefully played. Fame and Fortune points 
are the players’ only chance to alter your 
reality and change the flow of events in your 
game. 

The Admin, like the DM, has the last 
word in any situation. There may be times 
when a player could expend every Fame 
and Fortune point he or she had, and it 
would still do no good. Obviously, such 
times should be few and far between, and 
should have a rational explanation. A fanat- 
ical assassin or sentry who is determined to 
dispatch an unconscious agent may in fact 
be able to do so, regardless of how cleverly 
the player uses his points. The TOP SE- 
CRET Companion recommends that the 
players give an explanation for how the 
point is to be used. Personally, I feel that 
this opens the door to too many bizarre 
explanations, as well as forcing the Admin 
to keep track of which agents used which 
excuse, and it should be avoided. 

If the agent failed at some non-combat 
maneuver and expends a point in order to 
succeed (such as for leaping a chasm, jump- 
ing off a speeding train, etc.) then let the 
attempt succeed. In projectile combat, 
saying things like “I resemble the shooter’s 
brother,” or "The bullet ricocheted off my 
belt buckle," seems a little silly. Why not 
just alter the effect the bullet had, changing 
a serious wound to a light wound? Simply 
explain that the wound was not as bad as 
originally feared. 

One final suggestion. If an agent has just 
committed severe premeditated stupidity 
(e.g., rushing at a loaded AK-47, drop- 
kicking a vial of nitroglycerine across the 
room, wandering into a critical nuclear 
reactor), then, for heaven's sake, kill off the 
fool. Points should be used to bail an agent 
out of a jam not of the agent’s doing, not as 
a cover-up for deliberately bad playing. 

Disciplining unruly players in the game is 
another tricky thing. In AD&D games, the 
DM can bring in “bolts from the blue,” 
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divine intervention, and other things that 
can make fantasy life interesting. In the 
modern-day world of TOP SECRET gam- 
ing, however, an Admin’s options are lim- 
ited, and even in the context of those 
options, he or she must be careful, for TOP 
SECRET characters are not as resilient as 
their AD&D counterparts. A hit squad that 
gets too effective could conceivably create 
the TOP SECRET version of a party-killer. 

Once again, this is where a bureaucracy 
comes in handy. Any decent bureau should 
be keeping tabs on the psychological status 
of its agents, as well as their performance. It 
further stands to reason that the agency 
would encourage other agents to report 
signs of erroneous behavior to their case 
officers. (Admins should use caution when 
exercising this privilege, or the game winds 
up resembling a certain other humorous 
role-playing game involving traitors, The 
Computer, and many laser blasts.) 

Agents found to be abnormally violent or 
prone to fits of wanton vandalism could 
possibly be transferred to husky-cleaning 
duty in a Yukon branch office. Withholding 
experience points or payment (perhaps even 
leveling fines), giving forced leaves of ab- 
sence without pay, or getting chewed out by 
a case officer in front of everybody are some 
ways of dealing with out-of-control agents. 
If these measures fail, consider locking them 
up for psychiatric observation, enforcing 
dismissal, or the ultimate trouble-ender: 
termination. It is recommended that you 
not assign the latter duty to PCs; things 
may get personal. 

As an Administrator, you must be ready 
for whatever off-the-wall solutions your 
players come up with. Try not to force your 
players into doing things the way you want 
to do them. A player in our campaign tried 
his hand at Administrating and became 
frustrated while the players got bored. He 
wanted to see the players take a very spe- 
cific course of action — and, like any good 
players, we refused to be placed in rigid 
confines. 

Perhaps one of the disadvantages of TOP 
SECRET gaming is that it takes place in a 
society in which, if one has the money, one 
can go anyplace, buy anything, and do 
anything one wishes. Admins must be 
prepared to ad-lib like crazy when the play- 
ers decide to rent cars, go to a restaurant, 
or demand to see the Soviet ambassador 
even though you never “wrote one up!” 

Props can add a very nice touch to a 
game. The above-mentioned player who 
tried to control the agents had the best 
briefing I have ever seen. He had glossy 
photos of people who were supposed to be 
our targets, as well as a news magazine 
article related to the mission. Part of the 
briefing was tape recorded. We were also 
supplied with a road map and other such 
materials. Despite the problems, much of 
the adventure was very impressive. 

This list of suggestions is by no means 
complete. Hopefully, they may help make 
the chore of running the game a bit easier 
and fun for the Admin. Of course, should 


you reject these suggestions and get cap- 
tured by the Regiment of Aggravated Top 
Secreters (R.A.T.S.), this agency will natu- 
rally disavow any knowledge of you. 


Author’s note: For anyone who wishes to 
use I.C.I.C.L.E. in a TOP SECRET cam- 
paign, here are its statistics, using the for- 
mat given in DRAGON issues #93 and 
#97-99. 


I.C.1.C.L.E. (InterContinental 
Investigation, Confiscation, 
and Law Enforcement) 

Nature of agency: International Western 
and neutral agent pool 

Governing body: Private individuals with 
numerous governmental connections 

Personnel: Unknown; possibly in the low 
hundreds 

Annual budget: Unknown; possibly in 
the tens of millions 

HQ: Coventry, U.K. (front: Excalibur 
Investment Firm) 

Established: 1975 

Activities: Worldwide intelligence/ 
counterintelligence, defection protection/ 
prevention, law enforcement 

Policies: Secrecy and subtlety are our best 
weapons. Keep the peace. Do not kill if 
unnecessary. 

Objectives: Keep the world from blowing 
itself up. Calm down trouble spots. Prevent 
undesirable elements from getting too pow- 
erful. Remove anyone who resists said 
objectives. Maintain a strong international 
force of agents that any single country can 
draw upon, and not have their activities 
traced to them by their adversaries. 

Areas of involvement: Worldwide 

Allies: Mossad, FBI, Scotland Yard, and 
Italian anti-terrorist units 

Additional data: The public has no idea 
of this agency’s existence. It was founded by 
a group of wealthy ex-spies from six West- 
ern nations. There are sub-stations and 
branch offices in selected countries (not to 
be confused with safe houses). The KGB, 
CIA, CON, and the Exterminators suspect 
that some sort of private organization exists, 
but they have no details. 

Bureaus: All 

Alignment profile: 01-94/07-94/01-94 8 


Write on! 


Got a question about an article? A 
subject you’d like us to cover — or 
not cover? What do you think of the 
magazine you're reading? Drop us a 
line at “Letters,” P.O. Box 110, Lake 
Geneva WI 53147. We'll read every 


letter we get, and we'll select certain 
letters of general interest for publica- 
tion — maybe even yours! 
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way, Lonn, into the sky,” she cried, 
and her golden Lonn, fleet of hoof 
and wing, leapt into the morning air 
with equine joy to join the ride The 
wind whipped at Fria’s hair and robe 
and at Lonn’s silky mane, and the 
tinkling of fetlock-bells rang clear and 
high. Fria cried out for the joy of flight and life and 
unsheathed her long, slender sword, cutting arcs of light 
to greet the rosy dawn. 

Down Bifrost, the Rainbow Bridge, past vigilant Heim- 
dall and the sea of space, and into the margin of the world 
they did glide. Across the early morning sky charged the 
ride of the Valkyries, swift Lonn along the lead, as always. 
Fria could feel his powerful strokes beneath her and the 
quiver of pleasure when he soared on the strong, icy 
breeze, and she smiled, for she knew he was the best of 
them all, a true son of his incomparable sire. She called 
him Lonn for his color and maple-sweetness, and no care 
was too great for her charger of the air. 

She watched the land creep up beneath them as they 
swooped in high over the mountains, wondering how 
many folk looked up to see the northern lights in the 
gleaming of the sun off the Valkyries’ pearly armor. That 
is all they would see of the Father’s warrior maids, or at 
least all they would tell, for to meet one was death itself. 

Down across the land they swept in long arcs of opales- 
cence, sliver, and feathery wings, with hooves and swords 
and winged helms to punctuate the symmetry. She looked 
back across the sweeping ranks and barely supressed an 
unwarrior-like giggle of glee. The ground passed more 
quickly as they descended, until rushing by were rocky 
earth, ragged limb, clutching blade of brown, and at last 
the glint of rising sun on shield and blade. 

The battle was already joined, and the first stalwart 
souls already rose to right and left, to be plucked away by 
her shield-sisters. Her own warrior yet struggled below, 
and she would have to wait, but she would not let even 
that spoil such a glorious day. He would die well, she 
knew, and she would find him by the ring of his great ax. 

Yes, there he was, tall and proud. Ah, she had never 
seen a warrior more mighty or manly. No, no, not him, 
beside him, the smaller one. Yes, he just felled the dark 
chieftain in a valiant rush, and then there was the spear, 
from behind, for none would dare to face those two, after 
such a victory. 

The barest nudge sent Lonn gliding in a circle down to 
land nearby, and she dismounted and approached slowly. 
He looked up, and she knew his name: Baldan, a most 
worthy name for one whom the similar-named Brave God 
of Beauty would be proud. 

“Ah, Gunalf,” he said, blood at his lip and pain as 
much as awe in his eyes, “she comes.” 

“Who, Baldan? Who comes?” cried the other, larger 
man, holding his friend and pushing the hair from the 
paling face. “We are alone now. You have blown the fight 
from then .” 

“Gunalf, she is there, do you not see her?” 

Gunalf looked up, obviously more for his shield- 
brother’s comfort than from expecting to see anything. 
Fria’s breath caught, for he was indeed a fine man, this 
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Gunalf the Mighty. 

“Yes, she is tall and shapely slender and perilous and 
lovely, is she not, Baldan?” he asked, though his eyes 
betrayed him. Perhaps he saw as much as a pearly gleam. 
Probably not, lest his time was near as well, and it did not 
seem so. 

“Tall and beautiful as a golden sunset touched with a 
blush of dawn and the warmth of afternoon,” Baldan said. 
Then he clutched the other’s arm as tightly as he could. 
“And there behind her is her mount, with wings of white 
and rose and eyes as bright as a man’s. But they come for 
me, do they not, old warder?” 

Gunalf choked on his words but finally managed to 
speak. “Aye, old ward, she knows a mighty one bound for 
Valhalla when she sees one, this lovely wench. She will 
bear you gently, for you are a good man and have been a 
precious friend.” 

Baldan died in his arms, satisfaction on his face. 

Gunalf looked about, as though searching again for the 
vision he could not see. “Yes, take him. Feed on the death 
of a good man, then go, and plague the land of the living 
no more, foul wraith of the Endless Hall.” 

Fria stopped short in her reaching out toward Baldan, 
stung by the words. Why should this man — any man — 
resent her for bearing a soul to far greater glory than 
Hela’s cold grasp would give? She wished to speak with 
him, but he could hear her no more than see her, and all 
she could do was listen. 

“Death-monger,” he spat, peering closely a moment 
before huddling over his friend’s body. “I cannot stop her, 
Baldan. She will take you and leave nothing behind but an 
empty shell of blood and bone for a futile, Viking burial. I 
should have guarded your back, but I have failed.” His 
light hair hung down to conceal his face, but his shoulders 
betrayed his weeping. 

Troubled, she took Baldan and fled, amidst the host of 
the Valkyries, into the northern sky toward Asgard and 
Valhalla. 

Baldan fit in as well as any there, and Fria was proud to 
loose him into the great host. She remained troubled, 
though, by words of a mortal man far away within the 
margin of the world. Why had he been so cruel? And — 
could there have been a modicum of truth to his surly 
words? 

She tried to forget him, throwing herself into the super- 
vision of the men and her care of Lonn and the Hall, and 
she might have succeeded as she had whenever troubled 
before, if not for the dreams. A mortal’s strong body 
stalked them, and a mortal’s face haunted her, lingering 
even after waking. The brightest light of the high sun 
could not wash away his angry eyes, nor could even the 
frigid blasts of the waste of north Asgard blow away his 
accusing words. She rode, she fought in the trials, and she 
collected seven souls from the war against the little lord of 
Sjorvik, but still she had no peace. 

She missed an appointment, and nothing was said. She 
let a hero suffer on the field when she ought not, and there 
came only the slightest of questionings. She struck out in 
anger, killing a dozen before being quelled by a sister — 
small moment, since any falling on the enchanted field 
rose at day’s end to laugh in the Hall with their slayers 
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and prepare for yet another day of trial and skill- 
sharpening for the great fight to come — and many a cold 
stare stung her back as she limped from the grounds. She 
would search out Lonn, for he, as always, was her only 
comfort. 

Halfway to the grazing hills, she came across a cloaked 
man, tall and broad but bent and seemingly old beneath 
his heavy cloak. “Hail, grandfather,” she said and made 
as if to pass. 

The hooded head straightened a bit. “A moment of 
your time, pretty one,” said a voice from the shadows, a 
strong voice but obviously old. 

She could not be impolite, though she wished no com- 
pany but her fleet, kind Lonn. “A moment is but a small 
request,” she said, swirling the fur-trimmed bottom of her 
long, blue, enchanted robe away so that she could sit near 
him on the broad stone. For some reason, she was sud- 
denly weary, and she took off her helm, shaking her glori- 
ous gold-blonde hair loose from its braids and down about 
her shoulders, then resting her tired hands in her lap. She 
noticed blood stains on the one, her sword hand. 

“So you have killed today,” the old man said, not in 
question. Glancing toward him, she saw how very much 
bigger than she he was. One of the older Gods, then, 
undoubtedly due more reverance than she was showing. 
“Does it trouble you, child?” 

She got the impression he already knew any answer she 
might have given. “Life and death trouble me. It is my lot 
to take souls, and I mistreat none — or had not until 
today — but how do I have the right?” 

“Does not the duty of the Valkyrie come by birth and 
by the will of He who rules them?” Something in the old 
man’s voice troubled her almost as much as that other 
voice, but she tried to find a suitable, respectful answer. 

“Aye, we serve the Father and love Him dearly — I at 
least as much as any, which any would testify to.” 

“But?” 

She did not wish to answer. She should not burden the 
old fellow with her trivial problems, which were to her 
intensely personal and indeed difficult to share. His voice, 
however, held her, compelled. Yes, this one was a God. 
“But I have been accused of death-mongering and 
wraithdom, and I did indeed take much pleasure in the 
riding of the host and the ringing song of battle.” 

“Did?” Funny that he should question only that por- 
tion. 

“A cruel mortal he was, for I have no more pleasure in 
anything. Even the nagging vision of his beautiful face 
haunts me, ruins all the little joys the Blessed Realm once 
held.” 

“Of what account the words of a cruel man? To give 
them heed is to give them weight. To falter in your duty 
thanks to them is to give them authority. To betray your 
liege because of them is to make them a God in His 
place.” 

She shrank back, her eyes widening and filling with 
tears. “I would sooner be crushed under Mjolnir or 
thrown to the bed of Loki or Garm than so much as give 
Father the wrong time of day. Please, say no such thing, 
lest some ill wind damn me for causing their utterance, as 
well it should.” 


The old man’s pose seemed to soften. “Fear not, pretty 
one. You are stronger than you think. You need not be 
haunted by a mortal spectre. I give it leave to go, for you 
are lovely and innocent, and harsh words are unworthy of 
your ears. I allow it here never again, as I allow no ill 
winds in My realm.” 

Then it was that she caught the glint of a single eye 
deep within the shadows of the hood, as the slumped 
shoulders straightened to their full height. She slid from 
the rock and abased herself at the All-Father’s feet. 

“Strike me down, Father, lest I betray You and be beneath 
hatred, scorn, and even damnation.” 

Strong hands, infinitely strong, lifted her gently to her 
feet as though she were less than a feather. A long, kind 
finger lifted her chin as the other hand eased back the 
hood to reveal the gleaming helm and white-beared, one- 
eyed visage of Odin. “Go to your little pony, Lonn, foal of 
Sleipner, and fear not for yourself. Your Father will watch 
your steps and catch you if you fall. Did you not know?” 

He wiped the streaming tears from her fair, downy 
cheeks and wiped the very need to cry from her heart with 
a warm smile. 

“To be smiled upon by my Father is to make all the 
length of my existence worthwhile, whatever I might do.” 
He smiled again and started her on her way, and she 
resisted the urge to call him anything as familiar as 

Daddy. 

Lonn was as ecstatic to see her as ever, and the day 
passed swiftly and in joy, with only a dim memory of a 
warriors face which held no sway over her save a vague 
hint of a woman’s yearning. That was not unpleasant for 
the passing of the day, and then another, and another, 
until the fourth day, when a mighty blizzard swathed the 
margin of the world and the summons came. 

Into the teeth of a storm no doubt raised by the thrash- 
ing of world-long Jormungandr himself, they flew, Lonn 
whinnying his disquiet as he sought for the easier cur- 
rents. All the world was darkness and slashing snow, for 
night had come by the time they reached down to the 
northern mounts. She would find her charge, though. It 
was impossible for her not to, storm or no. Thor the 
Thunder God might revel in such mucky murk, but she 
wished the whole of the host were there so that together 
the magic of the wing might cut a clearer way. Such aid 
was far from hand, though, leaving naught for it but to 
forge ahead through the night. 

Once they burst from the reek nearly to slam into a 
ribbed wall of rock, but Lonn knew his business, and on 
they went, carried racing forward by the rush of wind. 
within the narrow canyon they had dropped into. It 
occurred to her suddenly that this solo foray on the heels 
of her troubled heart probably was no coincidence. A test, 
then, a test of her desire to do her duty. A simple test, and 
one she would complete whatever else might arise. Her 
palms began to tingle with anticipation of the soul she 
must bear, and she knew they were close upon their 
charge. Lonn furled his wings and hit the ground at a run, 
charging into a grove of — thank Father for a fair sign — 
a stand of maples. 

A small clearing opened out, and there lay the lone 
warrior she had come to find. About him was the evidence 


of his prowess and doom. A score of bodies lay strewn 
across the lawn, lit with gruesome starkness by ruddy 
torches in the hands of twelve more men. They all wore 
armor of close-fit leather, with wooden shields and broad- 
bladed axes at hand. Just then, though, they fought over 
their hard-won spoils. The fallen warrior had been richly 
clothed, and they argued over who was to have what gem 
or which weapon even as the storm beat down into the 
clearing, setting the torches to hissing and smoking from 
the striking snow. Two still picked over the vanquished 
valiant, yanking from his neck a tiny jeweled hammer. 

Fria clenched her anger, slipped off Lonn, and stepped 
across bodies. The two men abruptly stood up. The fallen 
warrior, wounded in many places and with a badly broken 
leg, had opened his eyes to gaze at his killers. As the two 
reached for their weapons to finish him once and for all, 
save his journey to Valhalla and the great battle at the end 
of time, he caught sight of her standing there some ten 
paces away. As their eyes met, she knew his name: Gunalf 
the Mighty, bearer of a jeweled hammer, which is a sym- 
bol of Thor the Mightiest. 

His eyes blazed in anger and a hint of impossible recog- 
nition — but nothing to compare with her rage. Out 
swept her blade and a cry of battle. Lonn reared and 
screamed his accompanying wrath, and his neigh shook 
the very ground. 

The twelve started and fumbled for their weapons, for 
even they could hear the unveiled wrath of a Valkyrie and 
a foal of eight-legged Sleipner. Her blade swept through 
both of those nearest Gunalf, and the two meager spirits 
quailed and fled, leaving the empty, untouched bodies to 
collapse among their fellows. She cried again, filled with 
the lust of killing, and the villains fled before a nemesis 
that was naught to them but an angry pearly glow and a 
whisper of wings. 

Turning, the desire to kill rushed from her as she saw 
her Gunalf fighting to keep open his eyes. She rushed 
forward to kneel before him. 

“So,” he said, none too strongly, for while all his 
wounds were in his limbs, she could tell that any move or 
effort caused him much pain. “So you have come for me 
now. You are she who took Baldan, are you not, wench?” 

She nodded. "But why speak harshly to me, one who 
does only the will of her Father?” 

He tried to laugh. “An easy excuse. Just do your job 
now, as well. I tire of the pain.” 

“Tam sorry. It is not for me to hasten a hero’s first end. 
I must wait.” 

He laughed again, with even less vigor. “Hand me my 
knife, then, that I might let you get on with your pleasant 
task.” 

“I find no joy in this, mortal, less even in this taking 
than that other, and I have never liked the death, though 
some do. I try to see only the glory of the heroism, and 
the need and right of the readying in field and Hall for the 
great fight to come.” 

He said nothing, but his look was sour. She wondered 
how he had gotten in such a difficult situation, far in the 
harsh north, alone against so many ill folk. He seemed to 
wish death, and perhaps that is why he had ventured 
alone and fallen. She would not have been sent for one 
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whose spirit had broken, though, even if it had been bro- 
ken at the death of so valiant a friend as Baldan. She 
looked at his bleeding, broken leg, the worst of his 
wounds, and she knew he would not live long unaided. 

“And have you found what you sought in the frozen 
waste, Gunalf the Mighty?” 

He humphed, then grunted in pain. “I failed, of 
course, just as I failed before. I hadn’t even the hardiness 
to reach the thief's — murderer’s — strong place, but fell 
to his lackeys ten leagues from the door. I had no way to 
guard my back, and these are unhampered by qualms 
about striking from behind — not even savagery, just 
cowardice and cunning.” He tried to gesture at his fallen 
enemies but failed in his weakness. 

“Methinks you have won a victory of sorts here, war- 
rior, and you have won a place beside your friend among 
the Einheriar of Valhalla. For what more could one ask?” 

“Revenge for a slain brother.” 

She nodded a second time, slowly, understanding at 
last. He had cursed her for his own failures. And she was 
the one who had taken young Baldan from his very arms, 
the arms of the older brother who had no doubt held him 
in swaddling, warded him through childhood, been 
appointed by their mother to protect. Fria lowered her 
head and fought the desire to cry. A Valkyrie would not 
cry for her charge. To give heed would give weight. She 
could not help it, though: she did feel responsible, some- 
how, and she could not bear his sore plight. With the 
blade of a nearby dagger, she cut her white bear-fur muff 
into strips and bound his wounds. He said nothing, for 
which she was glad. When she realized he was shivering 
with the cold of the storm and blood-loss and harrying 
death, she removed her robe and covered him with it. 
Enchanted warmth would ease him. 

And then she sat back. Her eyes widened, and she 
cried. The tears froze on her cheeks, though, for now she 
felt the cold as it was, fierce and deep-biting. Unlooking, 
she groped for the hilt of her long sword. She had 
betrayed her Father after all, and no end could be swift or 
cruel enough. 

Glancing up into the storm, she commended her fate to 
the lowest of Hela’s pits and raised her blade. Above her, 
though, the murk swirled and shaped itself into a huge, 
bearded, helmed countenance, in which only one eye 
could be seen. 

She dropped her head and wept more icy tears as the 
words of the All-Father settled about her. “So, child, you 


know you have sinned, and you think you have but to slay 


yourself to right matters.” It was not a question, but nei- 
ther was it a statement of indisputable fact, which from 
Odin would have indeed been indisputable. 

“Father, I have sunk lower than is worthy of Your gaze. 
What course is there for me but ending my unworthi- 
ness?” 

“And give Hela the victory? She’s an attractive-enough 
wench when she wants to be, but hardly worthy of the 
innocent likes of you.” 

“Innocent?” she asked, though if the All-Father said it, 
it must be so. 

“Until this decision, when your innocence must fall 
away in a choice of faith or disrespect. Will you abandon 
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your duty and responsibility for one man’s short life?” 

She could not answer. She could never really disobey 
her Father, but every fiber called out against letting this 
wronged man die. 

“And withal, will you defy Me for any man?” Neither 
His voice nor His gaze hardened, but his words nonethe- 
less shook her to the ground. 

“Never,” she whispered into the frozen earth, wishing 
He would destroy her utterly. In so short a time, existence 
had decayed to this. 

“Rise, then, child. You are by birth the chosen of the 
God of the icy north, and your soul is Mine to dispose of, 
not your own. How say you?” 

She stood slowly, then turned to Gunalf, who was 
watching her with utter awe. He obviously neither saw 
nor heard any God, but her words and manner had been 
unmistakable in the circumstances. He made no protest 
when she pulled her robe away, spat no accusation when 
she reached to untie his bindings while wiping away icicle 
tears that quickly grew again. Whatever happened now, 
she wished no more existence. Nothing. She had betrayed 
her Father, and now she betrayed her — love. 

“Hold,” boomed the voice from the sky, and even 
Gunalf froze and looked aloft. She could have done noth- 
ing but obey, regardless of her own desire. Even the storm 
had died, stilled by a single, omnipotent word of com- 
mand. 

“Look at me, child.” 

She turned her head up to her Father and, through 
strength of will, forced her tears to stop. She could not put 
defiance in her eyes, but meekness would not come, 
either. 

“A bargain,” He said. “Will you suffer his mortal fate 
to save him?” 

“Yes,” she said without hesitation. 

“No,” Gunalf muttered, evidently now hearing all that 
passed. He was ignored, though, for it was not really his 
fate at stake. 


“Done,” came the now-tremendous voice. 
She looked down at Gunalf. “I regret not my love for 
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you, nor this small sacrifice. Live for me, Gunalf.” She 
swept her robe over him once again. 

She expected some bolt to strike her down, and the 
storm did begin to rage about them again, but neither bolt 
nor death came for her. She stood in the wind, listening to 
the receding tinkling of the bells tied into the long hair of 
Lonn’s fetlocks as — as he left her there. At last too long 
had passed, and she knew she was to live. Of course. They 
would be mortals together, she and her Gunalf, and when 
he died, so would she. 

Shivering, she crept over beside Gunalf and snuggled 
into the robe beside him to pass the cold, stormy, fateful 
night. 

And even so they lived and loved and fought, side by 
side, until they became a legend in the north. She tasted 
his vengeance at his side, and tasted his victory and lust 
for life, and joy walked with her as well. Still her heart 
yearned for her Father — and how could it not? — but 
she loved and lived with Gunalf the Mighty, seemingly a 
very scion of Thor, and she had always trembled at the 
sight of the God of Thunder. 

In the end, he fell to save her life in battle on the sea, 
and she emptied the raiders’ ship in retribution, though it 
did not assuage her pain or anger or loss. Fires raged fore 
and aft, but she let the ship burn, knowing she must die, 
too, to fulfill the bargain. For the first time in seven years 
of mortality, she cried, for she had been caught in Gunalf's 
love of life, but she let the ship burn in the age-old 
Vikings’ funeral. 

The wind picked up, whistling about her as it fanned 
the flames. She listened to the wind, remembering days 
she soared above it, and days she lay in a man’s arms 
within it on a summer height or hidden away beneath it in 
front of their own hearth — at least there were no children 
to leave behind, though she was not altogether pleased by 
even that, despite Gunalf's never once complaining. The 


wind seemed to be calling to her, and she listened to its voice. 

“What do you, daughter?” and she dropped to her 
knees. “I thought we had a bargain.” 

"T — I am fulfilling it, Father.” 

“Oh, so lovely and valiant, courageous and sweet, 
strong-willed yet soft, brilliant yet innocent still and miss- 
ing her Father’s mark again.” 

She seemed to hear bells on the wind then, and that 
brought more memories and one last tear. 

“You are alone here, and there is a stalwart warrior 
who must rise forth to Valhalla. We will need such heroes 
on the day of Ragnarok, but even now Hela reaches for 
his valiant heart. By your oath of birth, pretty one, My 
precious child, bring him and delay not, or I shall recon- 
sider My decision to have you be his special overseer.” 

“But,” she called, daring to dispute, “but Father, I am 
no longer maid, and I have questioned.” 

The wind seemed to chuckle. “No, no longer innocent 
in some ways, yet still sweet, now fine as steel. Will not 
gentle good be needed for the rebuilding after Ragnarok 
takes you old Father? I knew as well as the Norns that one 
day one would grow, mature, evolve to lead for Freya’s 
ease in the long wait and in the days beyond her. Your 
Father is pleased that it is you.” 

And then the wind was but wind, though the tinkling 
bells still approached from on high, the sweetest music she 
had ever heard. 

Turning, she shivered, but the day was warm and the 
fires hot, and it was joy she felt. She looked about and 
said, “Let me see now. Somewhere amongst all this rab- 
ble is a man.” 

She picked her way daintily across the smoldering deck, 
turning up her little nose at the reek of burning blood, 
and soon reached Gunalf. 

“Father wants him,” she said, reaching out, her fair 
face alight with a glowing smile, “and so do I.” 
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Fighting the 
Good Fight 


“1986 by St 


Combat variations in 


The close-combat system in the SPACE 
OPERA™ game, adapted as it was from a 
set of miniatures rules, lacks a certain 
authenticity despite its complexity. The 
give-and-take maneuvering of melee com- 
bat is missing, as are rules governing 
parrying, facing, and shields. This variant 
introduces some of these elements in 
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the SPACE OPERA™ game 


order to make melee combat in the game 
more exciting and skillful. With these 
rules, fighting primitives on a backwater 
planet and tussling with rowdies in a 
starport bar become tactical exercises 
rather than die-rolling contests. 

All or part of this variant may be used to 
add some spice and realism to your SPACE 


OPERA melee battles. Persons more famil- 
iar with the fighting arts should feel free 
to correct the systems used above to more 
accurately simulate the “real thing.” I’ve 
tried to present systems which give a good 
fight, rather than simulate actual brawls. 
To properly use this variant, it is neces- 
sary to mount 25mm miniatures of the 
combatants on 1/2”-square pieces of balsa 
wood, thick cardboard, or plastic. If you're 
using cardboard counters or figures 
instead of figurines, no base is necessary. 
The front face of the base or counter 
should be indicated with an arrow or dark 
line. This base is used to determine when 
the figures or characters are in contact 
(able to use melee weapons), and it helps 
determine facing. A facing diagram is 


below: : 


The front of the character is the area in 
which he can use a melee weapon in his 
primary hand against opponents. The 
shield arc is the area in which the charac- 
ter can use a shield or other device in his 
secondary hand to parry attacks. If a 
character has no shield, the area to his 
side within the shield-use arc becomes 
undefended. The side and rear areas of 
the diagram are those in which weapons 
and parrying devices may not be used to 
attack or defend — ie., they are blind 
spots. 


Combat procedure 


In this variant, a character is engaged, or 
in contact, when the bases of the charac- 
ter-figures involved are touching. (Note: If 
a figure has an extraordinarily long 
weapon, such as a pike, the GM may wish 
to allow the figure bearing the weapon to 
engage enemies at greater distance.) When 
a close-combat situation has been initiated, 
the following sequence is followed for 
each HTH combat phase: 

1. The facing of the engaged characters 
is noted. 

2. Using the initiative chart in vol. II of 
the SPACE OPERA rule books, page 48, the 
initiative of the characters involved is 
computed. Facing can affect this score, as 
noted below. 

3. Players declare what actions the char- 
acters will take (i.e, stand and fight, parry, 
turn to face enemy) in reverse initiative 
order, going from the lowest score to the 
highest. 

4. Characters perform their actions 
with the highest initiative figures going 
first and lowest initiative figures going 
last. Effects of combat results are applied 
as they are resolved 

5. HTH combat phase ends for this turn. 

If a character is engaged by an enemy in 
a rear arc, the character’s basic initiative 
score (without the, 1d20 random factor) is 
halved. The character may turn to face 
the engaging figure when his turn to act 


comes, but he may not then attack or 
parry. The engaging figure may attack 
with a 25% bonus added to his “to hit” 
chance if the attacked character turns to 
face him, +40% if the attacked character 
keeps his back turned. If a character is 
engaged by a figure in a side arc, the 
character may turn to face the engaging 
figure and may parry with a weapon or 
shield on the side that the attacker 
engaged. The initiative of the character is 
reduced by 25% before the 1d20 roll. 
Round all fractions up. 

In this variant, the percentage chance 
that a character will be able to strike his 
opponent is equal to his basic initiative 
score, without the 1d20 random factor. 
Thus, if Mike Spaceman has a HTH factor 
of 32 with his Monofilament knife, is car- 
rying a heavy load, and is facing an oppo- 
nent with a weapon one point slower than 
his, his percentage chance to hit is equal to 
(32 + 3 + 3 - 2) = 36%. 

If a character has a “to hit” score over 
50% or has an expertise of 6 + with the 
weapon he’s using, the attack roll may be 
split into two different attacks. If the “to 
hit” score is over 80% or the character has 
an expertise of 9+ with the weapon, the 
attack may be split up into three attacks. 
There is no penalty for multiple attacks, 
other than having to split the percentage 
chance to hit between the opponent(s) the 
figure is attacking. 


Parrying and defense 


Warriors on primitive worlds often use 
shields to fend off blows. Modern warriors 
use daggers, chairs, and other objects for 
the same reason. These rules cover the 
use of such parrying devices. 

If a character is being attacked by a 
figure who is within his shield arc, and if 
the character is properly equipped, he 
may parry to reduce the chance that his 
enemy will strike him. There is a chance 
that the shield or weapon being used to 
parry will be struck or damaged by the 
opponent’s attack. Parrying devices are 
divided into the following classes: 

“5%” parrying devices reduce the attack- 
er’s chance to hit by that amount. These 
devices include daggers, knives, bottles, 
and tools such as wrenches or screw- 
drivers. If the character using the device 
has fighting expertise with it, the protec- 
tion factor is raised by 2% per expertise 
level. If using an ordinary tool or random 
object, the factor is raised by 1% per 
brawling expertise level. 

“10%” parrying devices include bucklers, 
daggers, and swords specifically meant for 
parrying, and any other long melee weap- 
ons used for defense. If one is skilled with 
the device used, and if it is a shield or 
special parrying weapon (i.e., a main- 
guache), the protection factor is increased 
by 3% per expertise level. Other weapons 
used gain a bonus of 2% per expertise 
level of user. 

“20%" parrying devices include large 


shields such as the target shield, and large 
objects such as chairs held in one hand as 
a makeshift shield. Actual shield use nets 

the user a 3% bonus per shield expertise 

level. Makeshift shields have their protec- 
tion factor increased by 1% per brawling 
expertise level. 

“30%” parrying devices include huge 
shields like the tower shield, and small 
tables or chairs used two-handed. The 
protection factor is increased by expertise 
as per the “20%” devices described above. 
When using this type of shield, the user's 
chance to hit is reduced by 30%, minus his 
level of shield expertise, assuming the user 
has a hand free to use weapons in the first 
place! 

When an attacker rolls to hit a shielded 
figure, his “to hit” percentage chance is 
reduced by the shield’s total protection 
factor. If the “to hit” roll would have hit if 
the target was not using a shield or parry- 
ing device, the shield or parrying device 
may have been hit and damaged. The 
percentage chance that the device has 
been damaged is equal to (5 X attacker's 
weapon expertise) - (3 X defender’s shield 
expertise) + 20%. If damage is scored, roll 
to see if the shield is penetrated. There’s a 
50% chance of penetrating a defending 
weapon, which will break it. This roll may 
be modified greatly if the weapon and 
defending device are of vastly different 
tech levels of material. (A LightSword will 
certainly penetrate a wooden club!) 


ACCEPT NO IMITATION 


A SUPER-HERO 
ROLE-PLAYING GAME 


You can combat the torees of evil! You can be 


If the parrying device is penetrated, the 
attacker may roll to see if his attack pene- 
trated the target’s body armor. Penetration 
chances are then reduced by 1d6 due to 
the stopping power of the shield or parry- 
ing weapon. Shields may be penetrated an 
indefinite number of times before becom- 
ing useless, with a 50% chance each time 
damage is done that the shield is 
destroyed by the attack. Weapons dam- 
aged while used a parrying devices may be 
ruined or only partially destroyed. 


Disarming attempts 


Rather than attacking the defending fig- 
ure, an attacker may attempt to knock a 
shield or weapon out of his opponent's 
hand. The percentage chance to succeed is 
reduced by 2% per defender’s weapon 
expertise (if going after his weapon), or 
1% per defender’s shield expertise plus the 
basic factor of the shield (if going after the 
defender’s shield). The defender may not 
use his shield or parrying weapon to 
reduce the chance to disarm. 

The GM might allow the defender to roll 
a CR strength roll to hang on to a success- 
fully “caught” weapon. Success means the 
weapon is not lost, but the wielder may 
not attack or parry with it next turn in 
order to get a better grip on it. A weapon 
successfully knocked from its wielder’s 
grip will fly 1d6 - 3 meters from the scene 
of the battle. 


SHATTERMAN: An American military veteran 

and rock musician who uses his powers to con- 

tinue to protect his country from the forces of 

crime and evil in general 

identity: Jack Dunn 

Side: Good 

Powers 

1, Heightened Endurance: +19 

2. Regeneration: Max. once per turn, takes one 
action, heals full healing rate. 

3. Invulnerability/20 

4. Flight: Max. airspeed = 279 mph, PR = 1/hr. 

5, Power. Blast: 20 inch range, PR = 1 per shot, 
does 1d20 damage. 


Age: 23 
Level: 1 


come a champion of truth and an idol of millions! 
You can be a superhero and defend the human race 
against injustice and villainy! You cal do all this as 
a character in VELELAINS AND VIGILANTES. 

The rules deal with Superpowers, Combat, 
Secret Identities, Encounters. Character Creation 
and more! VILLAINS AND VIGILANTES comes 
as a boxed set with the rulebook. introductory ad- 
venture, character sheet, reference screen and dice 
for only $12.00. 


Rulebook Alone... 2.2.2.0... 02 eee eee $6.00 
Introductory Adventure (Crisis at Crusader Citadel). .$5.00 


Additional Adventures Available: @ Death Duel with the 
Destroyers ($5) @ Island of Doctor Apocalypse ($5) @ Op- 
ponents Unlimited ($5) @ F.O.R.C.E. ($5). Assassin ($6) 
@ Most Wanted, Vol. 1 ($5) @ Most Wanted, Vol. 3 ($6) @ 
Dawn of DNA ($5) e@ From the Deeps of Space ($5) e 
Battle Above the Earth ($5) @ To Tackle the T.0.T.E.M. 
($5) @ Devil's Domain ($5) @ Pentacle Plot ($5) @ Terror 
by Night ($5) @ Organized Crimes ($5) @ Pre-Emptive 
Strike ($5) e DNAgents Sourcebook is coming soon! 


‘Weight: 145 Ibs. 
Strength: 9 
Endurance: 31 
Agility: 12 
Intelligence: 15 
Charisma: 12 
Dam. Mod.: +2 
Accuracy: +1 
Hit Points: 18 
Heal: 2.7 

Car. Cap.: 278 
Basic HTH: 1d6 
Power: 67 
Movement: 52'” 
Det. Hidden: 12% 
Det. Danger: 16% 
Invent. Pts.: 1.5 
Inventing: 45% 


Available from better 
shops worldwide or direct 


from us at NLIMITED 
P.0.Box 182, Roslyn, N.Y. =. ~~ 
11576 (USA) ray 


dd $2 tor post 
g. NY residents 
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Patriots, 
Terrorists, 
and Spies 


More Frontier cults for 


STAR FRONTIERS® gaming 


by Kim Eastland 


As noted in Zebulon's Guide to Frontier 
Space, Volume 1, cult is the term used for 
any radical political, terrorist, religious, or 
other self-interest group in the STAR 
FRONTIERS® universe. Some cults are 
legal and some are not, but too often they 
present a real threat to the harmony of 
the Frontier and provide extra work for 
law enforcement and security personnel. 

The year FY 111 marked the Grand 
Celebration of the Frontier. Social events, 
political rallies, fund raisers, and so forth 
were planned for all the planets on the 
Frontier that year to celebrate the 111th 
anniversary of the signing of the UPF 
treaty. What was not planned was the 
sudden appearance of dozens of new cults 
that decided the year of the Grand Cele- 
bration was the perfect time for them to 
make themselves known to the public. 
Though hundreds of cults “went public” in 
FY 111, the following ones seem to have 
grown the fastest and have the most clout. 

The Alliance for the Rights of the 
People is a legal, liberal, political organi- 
zation dedicated to upholding the rights of 
the citizens of the Frontier. While this 
appears to he a noble cause, the ARP has 
recently inacted a policy of political pres- 
sure to limit the authority of Star Law and 
other local law-enforcement groups. This 
campaign includes holo-vid promotional 
advertisements portraying law-enforce- 
ment agents as looming shadows that are 
always waiting for the average citizen to 
slip up. 

The ARP also feels that the practice of 
maintaining penal colonies (currently 
located on asteroids) is cruel and that 
criminals should at least he kept planet- 
side, within the influence of civilization. 
On the other hand, ARP also has been the 
leading organization defending Rim immi- 
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grants who wish to live in the UPF space 
against those cults who want them 
deported. 

The ARP has its headquarters on Laco. It 
sometimes allies itself with the Frontier 
Peace Organization. 

The Defenders of the Divine Will is 
a unique conglomerate of various religious 
groups that believe that the divine will of 
their individual dieties formed and evolved 
planets perfectly. They are vehemently 
opposed to GODCo’s terraforming prac- 
tices, and some members have even 
threatened violence if it does not cease. 
Currently, they are considered a legal 
organization. Mega-corps are worried that 
the DDW’s beliefs may spread to eventu- 
ally encompass any business that alters the 
original form of nature (including mining, 
forestry, and other operations that alter a 
planet’s surface; cosmetics, plastic surgery, 
and other products or services that alter 
the body’s appearance; etc.). 

The Supporters of Mechano is a 
growing political organization that 
includes members of all the Frontier races. 
The Mechanites, as they are called, believe 
the Mechanons are a sentient, sapient race 
(though of artificial origin) that deserves 
full citizenship in the UPF. Though the 
Mechanites began as a completely peaceful 
organization, their many encounters with 
the Sliver Death Cult and the Anti-Sathar- 
ian League have resulted in the death of 
many Mechanites and the formation of 
their own security forces. It is rumored 
that some extremists within the organiza- 
tion are forming a radical splinter group 
that believes the end justifies violent 
means. 

Since one of the charges constantly 
being leveled against the Mechanons is 
their cooperation with the Sathar in sub- 
versive activities, many Mechanite investi- 
gations are aimed at discovering the truth 
behind these terrorist activities, with an 


eye on clearing the Mechanon name. 

The Mechanites have centers on every 
civilized planet. Their leader, a human 
named Mathias Pritchard, is extremely 
charismatic (PER/LDR = 99/99) and the 
driving force behind the cult. 

The Liberators is a terrorist organiza- 
tion that is dedicated to “liberating the 
oppressed masses from the chains of 
mega-corporate tyranny.” This is an 
extremely violent, illegal, quasi-political/ 
economic cult that has already taken 
credit for hundreds of deaths due to 
bombings and terrorist raids, usually on 
mega-corporation headquarters. Star Law 
suspects the Liberators are backed by a 
few rich individuals or another cult, but 
they have no leads yet on who or what 
finances them. Though the identity of the 
leader of the Liberators is also unknown, 
certain terrorist members have been iden- 
tified and their faces and descriptions are 
broadcast regularly throughout the 
Frontier. 

The Clear Thinkers is a reactionary 
political group with militant leanings that 
seek to banish (or destroy) Mentalists and 
enlightened characters in the Frontier. 
They have strong financial backing and 
fund projects that will develop items, 
drugs, and robots designed to thwart 
mental disciplines or seek out discipline 
users. This group has the most political 
savvy of all the cults, has been careful to 
stay inside the law with its public activi- 


ties, and is starting to run Clear Thinker 
candidates for various political positions, 
including seats on the Council of Worlds. 
The leader of the Clear Thinkers is a 
smooth Yazarian politician named Hased 
Kor. He is one of the most powerful indi- 
viduals on Yast/Astor and expects to be 
President of the Council some day. 

The Free Thinkers is a new cult that 
has grown in response to the Clear Think- 
ers movement. This non-profit organiza- 
tlon is made up of various races and 
individuals, both psionically gifted and 
non-gifted. The organization fights its 
battle in a legal, honest, and public man- 
ner. It funds promotional campaigns aimed 
at educating the masses about the benefits 
of having psionically gifted individuals in 
society. It has established legal aid clinics, 
educational grants, help lines, and other 
programs to aid both Mentalists and 
enlightened characters. It works with the 
authorities whenever possible to aid in the 
location of psionically gifted individuals 
who can help solve crimes The Free 
Thinkers have recently begun to open 
small offices in every major city, but their 
headquarters is on Morgaine’s World 

The Zenk (Vrusk for “family”) is a Fron- 
tierwide criminal organization that cur- 
rently is responsible for most high-credit 
criminal activities on the Frontier. The 
Zenk sells its services to anyone, but it 
nearly always operates in its own best 
interests. There is no criminal activity that 
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the Zenk cannot perform, though it pre- 
fers to stay away from anything dirictly 
related to Star Law, Spacefleet, or 
Landfleet. No one knows who governs the 
organization, but referees should create 
NPCs who run local operations, as player 
characters may want (or be forced) to 
tangle with them at some time. 

The Zenk is divided into eight different 
sections: 

Acquisitions: robbery, forgery, 
embezzlement, etc. 

Administration: executives, crime 
planning, accounting, etc. 

Eliminations: murder, arson, body 
disposals, etc. 

Enforcement: strong-arm activities that 
do not usually involve killing, security, etc. 

Information: blackmail, hugging, spying, 
computer crimes, etc. 

Leisure activities: providing illegal 
intoxicants and entertainment, etc. 

Research and development: creation of 
new items or methods that help the other 
sections, maintaining the Zenk’s 
equipment, etc. 

Support services: activities that support 
the other sections but that are not 
included in the definitions of those sec- 
tions, such as fencing stolen goods, buying 
off the authorities, etc. 

An interesting note on the Information 
section is that it supposedly has personnel 
working within most law-enforcement 
agencies. On the other hand, most law- 


enforcement agencies, especially Star Law, 
have personnel working within the Zenk. 
Consequently, information obtained by 
both sides is sometimes planted or altered 
in efforts to flush out spies on either side. 

The Firsters is a quasi-political/terrorist 
faction that believes all of the Rim races 
should be sent hack to the Rim. Their 
slogans are such cliches as “The Frontier 
for the Founders” and “Kick a Rimmer 
Today.” At first this organization was not 
taken seriously by most habitants of the 
Frontier and became the butt of many a 
joke, but recent militant activities aimed at 
members of the Rim races and their busi- 
nesses have sobered the public to the 
reality of violent racial prejudice. The ARP 
organization is the greatest opponent of 
the Firster movement. 

No Firster headquarters is known to 
exist, as its operations are completely 
covert. While none of the leaders are 
known, a rallying figure is known to be a 
dead Vrusk named G’rch B’on. B’on was a 
member of the Firsters when they were 
still a tiny cult. He attacked an Ifhsnit 
couple one night, but died in the assault. 
The coroner’s findings indicated B’on 
tripped over his own feet and broke his 
neck in the fall. The Firsters insist that 
witnesses (other Firsters, incidentally) saw 
the Ifshnits pick the fight, then kill B’on. 
B’on is now a martyr for the Firster cause 
and a rallying symbol for anyone who 
dislikes beings from the Rim. 
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In almost any advanced technological 
society, there is usually some type of 
power source used that is self-sustaining 
to some degree and gives off great 
amounts of energy. More often than not, 
this energy is in the form of hard radiation 
from nuclear sources. 

Everyone knows the effects of radiation 
on the human body in reality and in 
science fiction. In reality, radiation can 
incapacitate or kill, and there is often 
genetic damage to worry about In science 
fiction, the immediate effects range from 
physical incapacitation to total atomization 
(actually being vaporized or eaten away). 
Genetic changes range from birth defects 
and embryo deaths to the most unex- 
pected and unpredictable of all radiation 
effects: mutations. 

A mutation is a radical change in the 
information contained in genetic material 
due to some sort of outside influence, such 
as chemicals or radiation. The result is an 
offspring having one or more traits not 
associated with either parent The very 
word “mutant” conjures up visions of 
horribly deformed victims driven mad 
either by their condition or society’s reac- 
tion to them. For the purposes of science 
fiction, mutations may take many forms; 
some are beneficial, some are not. A muta- 
tion usually manifests itself as some 
marked psionic or physiological change far 
beyond the normal parameters of that ilk. 
Though mutations are usually a result of 
exposure to radiation, advanced genetic 
engineering techniques are responsible for 
them in some cases. 

Mutants in TRAVELLER® campaigns can 
be of any race and from any world, 
although most tend to be human or 
humanoid in appearance. When a charac- 
ter is generated, the player should roll two 
dice; a roll of 2 indicates that the charac- 
ter is a mutant. Alternately, the referee 
may impose a different system for deter- 
mining the presence of a mutation, such as 
a roll of 3 on three dice. Whatever the 
method used, bear in mind that mutants 
are extremely rare among populations in 
general. They should be rather more 
common among player characters, how- 
ever, so that the concept is of use to 
gaming. 

Most mutations manifest themselves 
early in the character's life — certainly by 
the end of the second term of prior serv- 
ice. Usually, by the time the character 
enters the game, he is well acquainted 
with the mutation and (if it is a beneficial 
mutation) has it under control. If the char- 
acter enters the game having served only 
one term, roll 2d6, on an 8+, the charac- 
ter has learned to control the mutation. 
Until the end of the second four-year 
period, a mutant with an uncontrolled 
power may have to make an “activation 
roll” to use the power. This roll is deter 


mined by computing the average of one’s 
endurance and intelligence ratings, 
rounded down. 

For example, a character with 12 endur- 
ance and 7 intelligence is discovered to be 
a mutant (a roll of 2 on 2d6). As the char- 
acter only managed to serve a single term 
and hasn’t yet learned to control his 
power, an activation roll must be com- 
puted. The endurance, 12, is averaged 
with the intelligence, 7, to get 9. The 
power activates on a 2d6 roll of 9-. Activa- 
tion may be attempted only once during 
any situation in which the power would 
be needed. 


Mutants in the Imperium 


Certain powerful mutations could conceiv- 
ably be used in the pursuit of criminal 
activities. Doubtless the Imperium has 
learned to locate and monitor those who 
possess such mutations, perhaps creating 
special branches of their anti-psionic 
patrols to handle unusual mutants. Of the 
following mutations, advanced psionics, 
psionic enhancer, telencephalic illusion, 
and suggestion would be considered the 
most dangerous and worthy of Imperial 
attention. Of course, there may be 
mutants who work for the Imperium with 
these powers. 

The following is a random determination 
chart for the type of mutation gained. 
Only one roll should be taken on this 
chart, using two separate 1d6 rolls. The 
number rolled on the first die is taken to 
be a “tens” number; and the number on 
the second die is a “ones” number. Thus, a 
roll of 1 and 6 would be read as 16. 

This table may also be useful for charac- 
ters receiving “special” psionic disciplines, 
if the obviously nonpsionic mutations are 
discarded. This may be easily done by 
reading rolls of 1-3 on the first die as 
being “1,” and rolls of 4-6 as being “2”. The 
first twelve mutations on the chart may 
then be read as special psionic attributes. 

The letter P indicates that the power is a 
psionic or psionic-related one. The letter D 
indicates that the power could be 
regarded as a defect. The letter X indicates 
that the power is considered a dangerous 
one (from an Imperial viewpoint) if used in 
an uncontrolled and criminal manner. 


TRAVELLER® Mutations Chart 


Die roll Mutation gained 
11 ‘Danger sense (P) 
12 Directional sense (P) 
13s Intuition (P) 
14 +‘ Photographic memory (P) 
15 ‘Probability understanding (P) 
16 Psionic damper (P) 
21 ~~‘ Psionic enhancer (P,X) 
2D Psionics, advanced (P,X) 
23. ‘Stress perception (P) 
24 Suggestion (P,X) 
25 Telencephalic illusion (P,X) 
26 Temporal awareness (P) 
31 Albinism (D) 


32 Alcoholic resistance 

33. Alcoholic susceptibility (D) 
34 Altered physiology 

35 Chemical addiction (D) 
36 Disease resistance 

41 Epilepsy (D) 

42 Extended lifespan 

43 Genius capability 

44 Heightened dexterity 
45 Heightened endurance 
46  Heightened intelligence 
51 Heightened senses 

52  Heightened strength 

53 Hemophilia (D) 

54 Infrared vision 

55 Intensifier vision 

56 Mute (D) 

61 Narcolepsy (D) 

62  Phobic impulse 

63 Physiological resistance 
64 Physiological susceptibility (D) 
65 Poison resistance 

66 Regeneration 


Danger sense — The mutant has a 
highly-developed sense for danger which 
alerts him to impending harm. These 
individuals are very difficult to surprise; 
throw 11 + to surprise a mutant with this 
power at all. Note that although the 
mutant may sense danger, he may not 
always have time to react to it. 

Directional sense — The mutant’s 
mind functions like an inertial locating 
device, enabling him to determine direc- 
tion after passing over any terrain 
automatically. 

Intuition — Normally-endowed people 
have a certain amount of intuitive insight; 
when one makes all the right guesses or 
successfully follows their hunches, that is 
a good example of well-developed intui- 
tion. A mutant with this power has such 
well-developed intuition that it falls some- 
where between deductive reasoning and 
outright precognition. In game terms, the 
mutant may ask the referee one question 
per game session pertaining intimately to 
the situation at hand. The referee is obli- 
gated to answer this one question truth- 
fully as long as the mutant indicates that 
he is utilizing the intuition power. The 
answer then becomes part of the mutant’s 
available information pertaining to that 
adventure. (The referee must carefully 
consider all questions asked by the player 
in case a few “progressive” questions slip 
through and cause him to divulge more 
information than necessary.) 

Photographic memory — The 
mutant has near-total recall and can 
remember even minute details if given one 
combat round (15 seconds) to do so. Of 
course, the mutant must have actively 
seen an object or heard a conversation to 
remember details about it. This power 
does not function while the mutant is 
under the influence of mind-altering sub- 
stances. On a throw of 9 +, any informa- 
tion stored while under the influence of 
drugs is forgotten entirely. 


Probability understanding — The 
mutant instinctively understands the law 
of probabilities and can mentally compute 
such probabilities. This power is sufficient 
to allow the mutant a rating equivalent to 
gambling-2 or an extra two skill levels if a 
gambling skill is already possessed. The 
probability of a planned action being suc- 
cessful may also be computed, with a roll 
of 6 + indicating that the mutant has 
determined whether or not the action 
succeeds. The time required to compute 
the probabilities varies according to the 
complexity of the problem. A good range 
is one minute for a simple problem to as 
much as five minutes for a complex one. 
Note that this power may get the mutant 
in quite a bit of trouble with gamblers of a 
more criminal nature, if they suspect him 
of being a professional gambler or an 
outright cheater. 

Psionic damper — This mutation 
prevents all psionic characters from using 
their powers within three meters of the 
mutant, regardless of the level of psionic 
talent being performed This is due to an 
alpha-wave “jamming field” emitted by the 
mutant’s brain. It always functions and 
cannot be ended. An activation roll is not 
required. Note that the power functions 
against any psionics, friend or foe, within 
the area of effect. Anyone possessing this 
talent cannot be psionic, and a psionic 
character who rolls this talent loses all 
psionics forever. 

Psionic enhancer — Any psionic 
powers used by a psionic within three 
meters of a mutant with this power are 
performed as if the psionic strength rating 
were 12 and 12 strength points were 
possessed. If the mutant is himself psionic, 
his own rating and strength are unaf- 
fected. Note that psionic powers directed 
against the mutant by hostile forces within 
range are also enhanced. 

Psionics, advanced — The individual 
dices for psionic strength ratings and 
training as per Book 1, Characters and 
Combat, as though he had undertaken 
formal training. The ability, however, is 
inborn, and the mutant performs at his 
maximum rating 

Stress perception — The mutant is 
able to sense the most stressed and weak- 
est points in constructed objects This 
power is done by touch and takes 10 min- 
utes to perform. On a roll of 10 +, the 
power is purely mental, and thus requires 
only 60 seconds to perform. Since the 
power requires concentration, any loud 
noise, physical harassment, and so forth 
prevent it from functioning. Stress percep- 
tion cannot be used in combat situations. 

Suggestion — This mutation allows the 
mutant to plant a posthypnotic suggestion 
in another's mind. The time required to do 
this is one minute Due to the inherent 
individuality of a sentient mind, the victim 
is allowed to roll against his intelligence 
rating; ie., the recipient must roll his 
intelligence score or less to remain unaf- 
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fected by this power. Of course, individ- 
uals with an intelligence of C + are 
immune to this ability, as their subcon- 
scious minds have developed superior 
defense techniques. “Suggested” individ- 
uals still disobey any orders contrary to 
their nature, such as killing themselves or 
friends, committing crimes, etc. 

Telencephalic illusion — A very rare 
and powerful mutation, this is one of the 
only mutations that can be actively used in 
an offensive capacity. The mutant can 
cause a very realistic illusion to appear in 
an opponent's mind. The time required to 
exercise this power is one minute, and the 
victim must throw his intelligence or less 
to escape the effects and see the illusion 
for what it is. Note that individuals with an 
intelligence rating of C + are totally 
immune to this power. 

If the saving throw is unsuccessful, the 
victim is affected by the illusion as though 
it were a real and tangible thing, though 
he will take no damage. The mutant can 
use this power only once per day and can 
maintain the illusion (if necessary) for as 
many combat rounds as he has endurance 
points. The mutant may perform no other 
action (except evading) while maintaining 
the illusion. The victim must be in sight or 
his exact position must be known. If this 
power is used against a telepath of rating 
5 or better, the illusion is reflected back at 
the mutant with appropriate results. 
Mutants with telencephalic illusion cannot 
become telepaths themselves. 

Temporal awareness — The mutant 
has a sense of time as accurate as if he had 
a chronometer in his head. Time can be 
stated to the utmost accuracy, even to the 
second, and the passage of time while 
asleep or unconscious (but not in low 
berths) can be determined. 

Albinism — Albinism means the 
mutant’s skin is totally devoid of pigmenta- 
tion. The mutant suffers greatly from 
exposure to ultraviolet light, which causes 
severe sunburn (one point of damage per 
ten minutes). 

Alcoholic resistance — The mutant 
with this power is truly a champion 
drinker for he cannot get drunk! Due to a 
hyper-efficient waste-management system 
in the body, alcohol does not affect a 
mutant with this power at all. 

Alcoholic susceptibility — As per 
alcoholic resistance above, but the 
mutant’s waste-management system is 
flawed. The result is that even one shot 
glass full of any sort of alcoholic substance 
puts the mutant under the table and out 
for 1d6 + 2 hours. 

Altered physiology — This category 
covers a lot of different physical muta- 
tions, which should be discussed between 
the player and the referee. As a rule of 
thumb, these are mutations which would 
normally be difficult to conceal without 
elaborate measures being taken. A few 
examples are wings, an enlarged brain and 
skull, antennae, extra limbs, and so forth. 
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There are many possibilities. Any of these 
mutations may or may not have a distinct 
function. It falls to the referee to devise 
any limitations to the mutation or any 
weaknesses due to it. The general guide- 
lines to determining the exact result 
should the character’s Universal Personal- 
ity Profile and the player's whim. 

Chemical addiction — Due to an 
inborn chemical imbalance in the mutant’s 
metabolism, he has become addicted to 
some type of chemical or another, includ- 
ing drugs, and must have a certain quan- 
tity of that chemical each day. Without the 
substance, the character loses one point 
from his endurance score every day until 
it stabilizes at a score of 1. The chemical in 
question can be mild and common, like 
caffeine and food preservatives, or power- 
ful and illegal, such as hallucinogens and 
narcotics. It should be discussed between 
the player and the referee as to what 
addiction the mutant has and in what 
quantity he must take the substance. 

Disease resistance — As the name 
implies, this is a near-immunity to all 
forms of disease. Even the deadliest of 
diseases may be cast off on a roll of 11- on 
2d6. Note that even if the mutant does not 
contract a disease, he could still become a 
carrier. 

Epilepsy — More a genetic disease than 
a straight mutation, epilepsy still retains 
enough of the criteria of a mutation to be 
included among them. The mutant is 
prone to epileptic seizures. During any 
stressful situation, throw 8 + to have an 
epileptic seizure (severe on a roll of 9 +). 
During any one-week period involving 
normal nonstressful activity (except for 
being in a low berth, of course), roll 11+ 
to have a seizure. Seizures last 1d6 min- 
utes. An attending doctor (Medic-3 or 
better) can treat this condition with drugs, 
reducing the chances of seizure to 10 + in 
stressful situations and 11 + per month 
for non-stressful. 

Extended life span — The mutant 
with this coveted power has such superior 
metabolism and body-repair abilities that 
he or she is basically a walking anagathics 
factory. The aging throw for the mutant’s 
fourth term of service is ignored and all 
subsequent ones are made with a + 2 die 
modifier. The mutant’s life span is also 
much longer than most members of his 
race. Note that a blood transfusion or 
anything else of the sort from this mutant 
does not benefit any other individual in 
this way. (The hapless mutant may still be 
hunted and hounded anyway on this 
premise.) 

Genius capability — This mutation 
covers a wide variety of special situations. 
The mutant with this ability has a genius 
capacity that grants him a level 5 ability in 
one non-weapons skill of his choice. Alter- 
nately, the mutant can learn skills in only. 
half the required. The referee may wish to 
limit the choices to those skills which the 
character would learn in the particular 


service in which he has enlisted. 

Heightened dexterity — As per 
heightened strength above, but the 
mutant’s dexterity is automatically F. 

Heightened endurance — As above, 
except that the mutant’s endurance ratings 
automatically becomes F. 

Heightened intelligence — Due to 
the superior structure of the cognitive and 
learning centers of the brain, the mutant’s 
intelligence rating is automatically F. 

Heightened senses — One of the 
mutant’s senses has been genetically 
heightened to a superhuman degree. The 
parameters are as follows: 

Sight — Due to a special dual-lens system 
in the mutant’s eyes, he can see as though 
he were using binoculars or a telescopic 
sight (see Book 3). The effects of bright 
light on the mutant are the same as that as 
if the mutant had intensifier vision below. 

Hearing — The mutant’s ears have a 
superior internal structure. The result is 
as if the mutant were using a shotgun 
microphone (see Book 3). If a mutant with 
this power is subjected to high-intensity 
sound, he is deafened for 1d6 x 5 hours. 

Touch — Due to increased numbers of 
nerve receptors in the mutant’s skin, the 
sense of touch has been enhanced to the 
degree that, for example, the mutant can 
feel an article of clothing and tell (by its 
temperature) whether or not it had been 
worn recently. 

Taste — This is much like heightened 
touch, except an increased number of 
taste buds is possessed by the mutant. The 
result of this is that he can actually deter- 
mine the separate ingredients in a culinary 
dish merely by taste. On an additional roll 
of 10 +, the mutant can also taste-test for 
poison. All consequences of this action 
must be taken into account. 

Smell — The mutant can detect even the 
most minute odors because of a hyper- 
developed olfactory center in his brain. A 
mutant with this power can even track or 
identify by scent. Extremely powerful 
odors, such as strong chemicals, deaden 
the mutant’s sense for 1d6 x 10 minutes. 

Heightened strength — The mutant’s 
physical makeup has been genetically 
altered to a near-superhuman degree. As a 
result, the mutant’s strength rating auto- 
matically becomes F (15). Note that this 
score can be affected by aging. 

Hemophilia — This is a very danger- 
ous mutation. A mutant with the “bleeder’s 
disease” bleeds to death as the result of 
even the tiniest cut due to a flaw in the 
body’s blood-clotting mechanism. An 
injury to a mutant with this defect 
requires treatment by a doctor (Medic-2 
minimum) with the proper drugs and 
massive transfusions of blood on hand. 
Otherwise, one point is lost each round 
from the character’s endurance, strength, 
and dexterity scores in turn, until all three 
reach 0 (zero) and the character dies. 

Infrared vision — Due to specialized 
heat receptors located in the mutant’s 


eyes, the mutant has infrared vision as 
though he were wearing infrared goggles 
(see Book 3). Of course, this power does 
not function in an area of great heat nor 
does it function in the presence of a rea- 
sonably warm light source. 

Intensifier vision — The mutant’s 
eyes have a special light-gathering recepta- 
cles in them, making them function as 
light-intensifier goggles (see Book 3, 
Worlds and Adventures). Note that bright 
light sources blind a mutant with this 
power for 1d6 x 5 hours. Special goggles 
or sunglasses must be used in bright 
sunlight. 

Mute — The mutant has been born with 
no vocal apparatus whatsoever, and thus 
cannot speak. Electronic devices can com- 
pensate, however, with availability begin- 
ning at tech level 8 and prices going from 
Cr 5000 on up. 

Narcolepsy — This is also a very dan- 
gerous mutation. Narcolepsy is a serious 
condition wherein the victim is prone to 
suddenly fall asleep despite anything he is 
doing at the time, including combat. Roll 
1d6 for the number of times this will 
occur throughout a character's day, assign- 
ing random times to each. Sleep comes for 
ld6 x 5 minutes, even if friends try to 
awaken the mutant. Drugs used to control 
narcolepsy are available at the tech level C+ 
and cost Cr 400 per bottle of 30 tablets 
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(one per day). While on this medication, 
the chance for the mutant to fall asleep at 
a given “sleep time” is 12 + on 2d6. 

Phobic impulse — This is a phobia 
harbored by the mutant which is far 
worse than the usual phobia. A mutant 
confronting the object of his phobia imme- 
diately moves away at double normal 
speed for as long as possible. This always 
occurs unless the mutant is unconscious 
or bound. In the event that the mutant 
cannot get away, he immediately enters a 
catatonic state and won't come out of it 
for 2d6 hours. The player and referee 
should discuss what phobia the mutant 
would reasonably have, taking into 
account the mutant’s birth world, prior 
service, and personal quirks. If listings of 
phobias are needed, psychology texts and 
other such reference works are helpful. 

Physiological resistance — Due to 
the superior structure of the mutant’s 
homeostatic regulatory factors, the effects 
of any one of the following adverse condi- 
tions can be resisted: heat, cold, or radia- 
tion. The choice should be up to the 
player. Damage up to the character’s 
endurance score in amount may be 
resisted; any damage greater than that 
amount will be taken. Thus, a mutant with 
an endurance of 11 would take only 3 out 
of 14 points of heat damage, if this was the 
resistance he possessed. 
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Physiological susceptibility — As 
per physiological resistance above, but the 
mutant always suffers twice the amount of 
damage from the chosen condition. 

Poison resistance — The mutant is 
able to resist the effects of even the dead- 
liest poisons due to a super-efficient waste- 
management system in his body. A mutant 
with this power who is poisoned must 
throw 6 + to successfully ward off the 
effects. If successful, the mutant does not 
die, but instead suffers 2d6 damage. Note 
that a mutant with low scores may still be 
killed by the shock to his system. 

Regeneration — This functions as the 
level 9 psionic awareness power, except 
that no strength points are expended. 
Regeneration occurs automatically begin- 
ning 10 minutes after the injury was 
sustained. 


The preceding table of mutations is by 
no means hard and fast, and referees may 
alter or expand the list to suit their own 
tastes and campaigns. Always respect the 
bounds of playability and semi-realism, 
however. Entire adventures can revolve 
around mutants and their powers. The 
referee should devise these, but one sug- 
gestion is the search for the Psionics 
Institute — there is no reason to believe 
that they cannot aid mutants with uncon- 
trollable powers. 
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A new mutational detect 
for 
GAMMA WORLD’ 
gaming 


NAME: Abnormal sustenance dependency (D) 


TYPE: U P 
USE: Constant 
DAMAGE: None 
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Effects: Characters with this physical mutation must sustain 
their nutritional needs with nourishment of a very specific 
and potentially troublesome variety. This nourishment is abso- 
lutely required in place of food of more normal varieties. Roll 
1d6 to determine which nutritional requirement the mutant 
has on the following chart. Types of nourishment other than 
the ones below will not be eaten by the mutant, and they will 
be both foul-tasting and mildly poisonous. If nourishment 
other than the allowable type is eaten, roll 2d4 to determine 
the intensity of the poison; this is done immediately after the 
mutant eats any foods other than that which his body can 
properly digest. 


DIE 
ROLL RESULT 
1 VAMPIRISM: The blood of any warm-blooded 


creature is required for the mutant’s daily diet. Water 
is still needed, though only half the amount normal 
for a creature of the mutant’s size is necessary. Blood 
can be drawn by cutting the victim’s flesh or by suck- 
ing it in through small fangs in the mouth, hollow 
talons on the fingers, suckered tentacles on the 
mutant’s body, etc. The GM and player should decide 
how blood will be drawn and how often each day the 
mutant must feed. 


2 CARNIVOROUS DIET: Only meat may be eaten by 
the mutant, and such meat cannot be older than 24 
hours. Also, there is a 25% chance that the mutant 
has latent cannibalistic tendencies. 


8) HYPERCARNIVOROUS DIET: Again, only meat 
may he eaten, but this is a more demanding defect, 
The meat can be no older than 1 hour, and there is a 
40% chance that the mutant has active cannibalistic 
behavior. 


4 RADIATION DIET: The mutant must absorb an 
Intensity Level of 1d6 + 2 radiation at least twice a 
day, for at least 10 minutes each time The mutant 
will not suffer any mutations or damage from the 
radiation intensity it requires, or from radiation of 
lesser intensity. This immunity applies to all forms of 
radiation exposure, but the mutant takes full damage 
from radiation of greater intensities 


3S VEGETARIAN DIET: Fresh, live plant life must he 
eaten, but — because of the lower levels of energy 
gained from vegetable matter — large quantities of 
food (2d4 kg per sitting, 1d4 + 1 times per day) are 
required. Optionally, the mutant must have a very 
rare type of plant matter for its survival (like eucalyp- 
tus leaves or bamboo shoots). 


6 POISON CONSUMPTION: Poisons of normally 
lethal sorts are required for the mutant’s diet. Either 
poisonous liquids, solids, gases, or poisons from orga- 
nisms that carry venom can be digested. Roll ld6 + 2 
to determine the intensity that the mutant needs. He 
is immune to the effects of poisons of equal or less 
intensities, but not to those of greater intensities. 
Note that if nourishment of other types is eaten by a 
mutant with this defect, it must still check for poison- 
ing (as above), even if the intensity is equal to or less 
than the tolerance level for true poisons that this 
mutant can withstand. 


Each GM should decide when and if this defect is to be used 
in a campaign. I suggest that when using the PC Mutation 
Table (page 26, GAMMA WORLD® Adventure Booklet), human- 
oids should this defect on a roll of 14, and mutated animals on 
a roll of 13. 
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The Hero System is 
more than Champions 
— it's an interlocking 
system of games, ad- 
ventures, Sourcebooks, 
and player aids that 
work together to form 
an action-packed 
playing environment. 
Two-fisted Justice, Inc. 
adventurers can 
battle avil sida by 
side with Champions 
superheroes in the 
modern world of 
Danger International or 
in the mythical realms of 
Fantasy Hero. The compa- 
tibility doesn't stop thers; 
Hero System adventures 
include game statistics for 
Call of Cthulhu, Middle-earth 
Role Playing, Daredevils, 
Mercenaries, Spies and Private 
Eyes and other popular systems. 
So get a head start — play the 
Cail of Gthuthu™ Chaceium Hero System. 
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by Jeff Grubb 


With this month comes the second anni- 
versary of both this column and the 
MARVEL SUPER HEROES™ role-playing 
game. Last year at this time, I set out to 
list all the heroes in the products to date 
and to clear the air on a few other mat- 
ters. A repeat performance wouldn't hurt. 
Item: Back in issue #106, I gave a date 
for the release of the MARVEL SUPER 
HEROES Advanced Set, noting that this 
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was the kiss of death for any product. 
True to form, the date was shoved back a 
month to make way for other product. 
What is more important is that this is a 
shipping date — when we sent the set out 
to the distributors. Depending on the 
distributors' networks and priorities, it 
may take a month or two for the 
Advanced Set to make it from our shores 
to your doors. That's the price you pay for 
a free-market economy. Don't badger your 
local retailer too badly; he's caught in the 


same system. Advanced Set for summer - 
honest. 

Item: I also mentioned that the 
Advanced Set was the return of the team 
supreme of Designer Grubb and Editor 
Winter. After carrying the design through 
the critical early stages, Sterling Steve 
Winter has passed the Marvel editing 
baton to newcomer Karen Martin. This 
points up the danger of letting anyone into 
management — they can't have any fun 
anymore. Welcome to the swamp, Karen 


Item: Yes, I’m still interested in what you 
have to say about the Original (and, when 
it comes out, the Advanced) Set of MSH, 
and I want to know what heroes you want 
to see here. I’ve tried to respond to letters 
as they have come in, going with the more 
popular characters as well as those that 
would not see the light of day otherwise. (I 
got a real rouser of a letter from the presi- 
dent, chairman, and treasurer of the 
Doctor Doom™ Fan Club, Latveria chap- 
ter). However, under the agreement with 
Marvel Comics, we are not normally 
allowed to do characters that are licenced 
to Marvel by other companies. Thus, 
Transformers, Shogun Warriors, Godzilla, 
Micronauts, and G.I. Joe are not currently 
available for this column. [We do have 
permission to use Rom™ from Parker 
Brothers, however. — Editor] 

Item: We mention it in every product 
that has a city map, but not a lot of people 
know that the various city maps that have 
appeared in our MSH products actually fit 
together. With the map from the Original 
Set in the center, the map from New York, 
New York borders on the north, the one 
from Faultline on the south, and the one 
from Secret Wars II on the east. The 
Advanced Set map will attach to the west- 
ern edge of the Original Set, and as we 
need more cityspace to stage our fights, 
we'll add more maps. 

Item: Enough with the items! On to the 
catalog of heroes! Each hero has all of his 
or her appearances listed following his or 
her name. Note that many heroes are 
cataloged according to their current group 
affiliations; the groups concerned are the 
Enforcers™, Guardians of the Galaxy™, 
Hellfire Club™, Hellions™, Morlocks™, 
Omega Flight™, Power Pack™, Soviet Super 
Soldiers™, and Wrecking Crew™. 

A number indicates a DRAGON® 
Magazine article. The letter P, followed by 
a number, indicates a recent issue of 
POLYHEDRON™ Newszine. The abbrevia- 
tions are: 


heeds MARVEL SUPER HEROES 

Original Set 
MH-1, The Breeder Bombs 
MH-2, Time Trap 
MH-3, Murderworld! 
Dl ROG Ti ey ae: MH-4, Lone Wolves 
I RENN Nie RR OP OG SOE MH-5, Cat’s-Paw 
MH-6, Thunder over Jotunheim 
MH-7, The Last Resort 
beh patos reir Oe MH-8, Fault Line 
MHAC-2, Avengers™ Assembled! 
MHAC-4, Pit of the Viper™ 
MHAC-5, Project: Wideawake™ 
ia MHAC-6, New York, New York 
MHAC-7, Concrete Jungle 
MHAC-8, Weapons Locker 
MHAC-9, Realms of Magic 
A MAE PORE EO MHSP-1, Secret Wars™ 
MHSP-2, Secret Wars II 


All in all, an incredible track record for 
two years. 
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Some thoughts for novice science-fiction gamers 


©1986 by Sherri Gilbert 


It appears that science-fiction games have 
begun to replace some of the older fantasy 
games in popularity in the last year. With 
that replacement, some problems have 
emerged. Science-fiction games have 
entire galaxies in which to play — yet, too 
often, the game master falls back on the 
old fantasy standards of “damsel in dis- 
tress” and “kill the monsters” for the eve- 
ning’s adventure. 

This is not always the fault of the game 
master nor that of the game designers. It 
may be a general expectation resulting 
from watching science-fiction movies filled 
with shoot-‘em-up action and spectacular 
effects. We envision the average science- 
fiction character as a reluctant hero out to 
save his race from extinction and rescue 
the beautiful alien princess from the nasty 
Space Lord on his way through. A great 
movie, perhaps, but it lacks depth when it 
comes to role-playing game scenarios. 

Role-playing is just that: playing out a 
role in a scenario set up by the game mas- 
ter. A player creates a character based on 
generic standards such as a merchant, 
soldier, scientist, or pirate for a science- 
fiction game campaign. Then, through 
various game scenarios, this character is 
built up and improved through his or her 
experiences, much as a real person grows 
and develops. Both game master and 
player must realize that even Han Solo and 
Luke Skywalker had a past, a background 
upon which they were based. A science- 
fiction game campaign must place empha- 
sis on characters and not spectacular 
effects of intergalatic importance to stay 
alive. Everyday occurrences must be inter- 
esting, and they must attempt to build the 
character’s persona along the way. Sce- 
narios should generally be based on peo- 
ple, not things. It is the human aspect that 
many science-fiction game adventures 
lack. 

One can turn to the television series Star 
Trek for a good example of a sci-fi cam- 
paign. For “five years,” the starship U.S.S. 
Enterprise carried out her duty by patrol- 
ling space as an intergalactic policeman, 
diplomat, and military mega-force, as well 
as an explorer, detective, and goodwill 


ambassador. The captain and crew were 
often called upon to make snap decisions, 
without the guidance of Star Fleet officers, 
when facing many strange forces and 
situations. 

Looking back at the 79 episodes of that 
show, a game master can realize and 
utilize a very important lesson. The major- 
ity of the Star Trek shows dealt with 
humans and aliens who were very real 
and had distinct personalities. You felt for 
their cause, understood their motives, and 
believed in them. Even the crew members 
had little idiosyncrasies that made them 
very realistic. Many science-fiction shows 
have tried to follow in Star Trek's foot- 
steps, but most have failed, having stum- 
bled only across part of the reason why 
Star Trek continues to survive after 
twenty years with a massive following of 
fans. Star Trek is the game master’s per- 
fect campaign. 

The recipe for a good campaign is rela- 
tively simple. First, add in believable, 
named, non-player characters Next, sprin- 
kle in alien flavor: the unexpected and the 
unknown. A little hardware goes a long 
way, so be careful not to overdo it. Last, 
interaction between player characters is 
very important. Mix and stir carefully 
With a little help from references and 
other information sources, and you will 
have a great ongoing campaign. 


Getting started 


When setting up an adventure for the 
evening, one must first plot the scenario in 
which the characters will interact. For 
example, there might be an ambassador 
requesting help for a planet facing civil 
war, or a merchant whose ship has been 
attacked by pirates, placing him and his 
shipments in peril. Perhaps there is an 
alien who knows little of standard busi- 
ness practices, and has gotten involved 
with underworld figures and now needs 
help With a little work, standard plots can 
be alien-ized for any game system 

Try to involve the player characters in 
new adventures in creative ways. Came 
masters can create and use misunder- 
standings, garbled messages that fall into 
the wrong hands, lies, and outright deceit 


transmitted by third parties. Information 
may be lost, and non-player characters 
may misdirect and confuse the PCs. Situa- 
tions are often hardly what they appear to 
be. Don’t forget the element of surprise; a 
misguided letter or stray transmission can 
create an entire scenario when the charac- 
ters can’t help but open and read the 
secret message 

After the basic scenario is set, the infor- 
mation must be fleshed out, and the main 
figures in the plot developed. It is wise to 
keep the number of non-player characters 
down to a minimum to avoid confusion 
among the players. When too many names 
and complex personalities are introduced 
too quickly, this information can become 
jumbled and lost. 


Alien flavoring: Worlds 


Using Earthlike planets is fine, with 
humanoids and regular plants and animals 
and such, but in science fiction, space is 
full of oddities and unexplainable coinci- 
dences. Alien planets may range from the 
familiar to the downright unbelievable. 
Never forget the elements; rain, sleet, 
snow, and heat are a few of the fun things 
that can disturb a tricorder reading and 
create a real problem for the crew. Uni- 
dentified flying objects can liven up a dull 
night’s duty, as well as meteor showers, 
aurora displays, novas, and supernovas. 
Sub-space messages can he jumbled, sen- 
sor ghosts can stalk the ship, and drifting 
hulks of abandoned vessels can create 
mini-scenarios to fill time and give the 
game master a chance to create more 
detailed plotlines. 

Planets should be distinctly alien in 
nature, with desert planets, water worlds, 
overgrown jungle planets, and ones totally 
covered with mountains or marred by 
volcanic activity. Not all planets the PCs 
encounter should be adaptable to human 
conditions; some might he methane-cov- 
ered or have heavy gravities. The possibili- 
ties are endless. Develop different 
approaches to the classic scenario of land- 
ing, dealing with aliens that speak your 
language, and solving a problem quickly 
and efficiently. Nothing should he that 
easy!! 

It is best to generalize when developing 
the planet, system, or race from which 
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each NPC hails. Unless the game is to be 
run on a certain planet, an adequate 
amount of information would be the 
world’s location, local races, types of gov- 
ernment, and special characteristics of the 
world or its people in general. On the 
other hand, if the adventure takes place 
on this planet, one should generate the 
planet’s characteristics in detail. 

Most game systems have rules, charts, 
and information on world generation, and 
it is worth taking time to complete this 
information. There is nothing worse for 
maintaining the flavor of a science-fiction 
game than to land continually on clone- 
copies of Star Base 7 or Luna City. In the 
fantasy games, every valley, mountain, 
river, and stream has a name and several 
legends to go along with it. Legends can 
exist equally well in space and are worth 
taking time to develop. 

Basic government structures should be 
established, such as dictatorships, king- 
doms, and democratic or communist 
powers. If the planet is inhabited by ali- 
ens, try to create unusual governments. 
One could have a minor race rule a large 
number of other beings (similar to the 
Indian caste system) or even a ludicrous 
system in which all red-haired, three- 
armed males rule on Tuesday, Wednesday, 
and Sunday, and women with green-eyes 
and wings rule the rest of the days. Be 
creative — all planets were not created 
equal, and all cultures are not based on 
Earth’s. Do not let characters anticipate 
scenario developments from their typical 
settings. 

Keeping in mind your scenario design, 
develop and personalize a small section of 
your world on which your players may 
interact. Keeping these characters within 
this area can be difficult because of the 
speed with which characters can travel in 
high-tech cultures, yet there are subtle 
ways of manipulating the adventure to 
keep things running smoothly. If you 
present them with enough intrigue and 
information, player characters usually 
follow your lead. However, prepare a list 
of perhaps ten to twenty names worthy of 
your planet’s geology on hand for those 
gaming emergencies that arise when your 
characters wander from the area that you 
have created in depth. 


Alien flavoring Beings 


After the planet and system are created 
and located, the race or races that popu- 
late it must be considered. It isn’t neces- 
sary to create page after page of 
information on the eating, recreational, 
and breeding habits of every creature 
encountered, yet basic information is 
important, lest you have copies of humans 
everywhere. Most game systems offer a 
generation system for aliens which supply 
good creation guidelines, or you may 
choose to operate with already-created 
alien races. Either way, you should know 
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the following of any alien around which 
your scenarios are based: racial or species 
name, brief physical description, life span, 
sexes, age of maturity, family structure, 
psychology, and any other important traits 
or talents. A quick example of this format 
follows. 


RACE: Talamany 

DESCRIPTION: A large, light-boned, 
horselike creature capable of flight, resem- 
bling the mythical pegasus except for a set 
of humanoid arms at the base of its neck. 
Can speak languages known to common 
man. Coloration is light, usually white or 
gray (though pale blue and green are 
known). Range up to 7’ tall at shoulders, 
but weigh only 500-600 Ibs. 

GENERAL STATISTICS: 

Life span: 125 Earth years 

Sexes: Three (male, female, and 
androgynous) 

Age of maturity: 25 years 

Family structure: Very closely knit, 
extended family/herd structure 

PSYCHOLOGY: The Talamany are stable 
personalities, very dedicated to the family, 
truth, and justice for all. Excellent fighters 
when provoked, battling fiercely (though 
with ranged weapons, as they are less 
effective in close combat from their light 
build). Sometimes hired as guards or 
police on Royal Arcretion Star Liners. 
Generally distrust most humanoid races 
because of negative past dealings with 
them. 

OTHER DATA: Certain Talamany have 
psionic abilities such as telepathy or empa- 
thy. Young Talamany are very frisky and 
mischievous, often cruelly tormenting 
humanoids. 


This can be used as a format to follow 
for races either generated randomly or 
created from your imagination. More 
information can always be added, making 
the race more complete, but try not to 
waste valuable scenario time on the gar- 
dening habits of a race when the charac- 
ters will be spending only ten minutes on 
their planet before moving on. There are 
many more pertinent plans you could be 
developing. 


Creating the NPCs 


After the planet and race are developed 
and defined, one should then turn to the 
non-player characters. A well-rounded 
NPC should be believable, realistic, and 
have a purpose in life, even if his purpose 
is to have no purpose — an intergalactic 
bum of sorts. If the character is an alien, 
make sure you bestow upon it an alien 
name. “Steve the Vulcan” is just not a valid 
alien title, nor is “Fred the Rejouni.” But 
remember to keep alien names relatively 
short and uncomplicated. Tlsoinemquiwoi 
is interesting on paper, but pronouncing it 
in the course of a game can seriously 
confuse your players as they attempt to 
communicate and interact with this fellow 


A list of twenty or so alien names can help 
if players should like to know the name of 
the six-armed cabbie that escorted them 
off the starport base, and it makes you, as 
the game master, look very good. 

Flaws or weaknesses add flavor to any 
character, and your NPCs should incorpo- 
rate this rule. A physical or mental handi- 
cap can create interesting realism for a 
campaign, especially when this handicap 
isn’t apparent to the eye. An Ergoan fish 
creature that is afraid of water or a deaf 
Vulcan can have interesting effects on 
your players as they must deal with these 
handicaps. Never present stereotypical 
characters all of the time. This can only 
hamper the campaign when the players 
anticipate your every move. Make sure 
that most characters have a hidden twist, 
a hairline crack in their personalities that 
may or may not appear. Every person you 
know has some little hidden facet of his or 
her personality that may take time to 
surface or may never be known. Style 
your non-player characters after people 
you know, and you may find them easier 
to portray. Don’t be afraid to have the 
NPCs react emotionally or radically if the 
situation arises. Everyone has a pressure 
point. 

Recurring non-player characters can 
provide a link to new adventures, such as 
the Empire official at some bureau who 
leaks information out to his favorite crew 
members, a rich old eccentric merchant 
who has his eye on a female crewmember 
and sends expensive (and possibly illegal) 
gifts every so often, or the love-sick bar- 
maid (bored with her job and eager to take 
up a spacer’s life) who calls on the captain 
whenever the ship is in port. This allows 
the players to get to know the NPCs and 
react to them as friends. 

One of the most important non-player 
characters that you should have is the one 
the players love to hate — a nasty of some 
type who pops in and out of scenarios, 
fouling up missions and generally adding 
to the chaos. A rival merchant prince may 
have his eye on the PCs’ vessel, or an 
intergalactic criminal with which one PC 
has accidentally crossed paths may now 
want revenge. This hated character, who 
may always seem to get away by the skin 
of his teeth, can unite the players to the 
single cause of vengeance! 


Hardware wars 


Be careful not to overdo the hardware 
aspect of the science-fiction game. It is 
very easy to get carried away with the 
behemoth Arecrin War Cruiser (with dual- 
mounted mega-laser turrets and twenty 
phased laser guns on each side) that can 
achieve warp 47 in 4.2 seconds and has 
phase, jump and every other type of drive 
system, including gasoline in an emer- 
gency. You can easily get over your head 
with hardware such as this, especially 
when arguments brew from: “You can’t do 


that! There isn’t enough space for a mega- 
laser under the cabin!” 

It generally seems that science-fiction 
role-playing gamers are divided into two 
categories: those who understand and 
enjoy the hardware of science fiction, and 
those who don’t. Don’t alienate those who 
don’t appreciate the beauty of a space 
craft by dealing too heavily with things 
they may not understand. Keep the doses 
of hardware limited, and you will most 
certainly entertain those interested in 
hardware and keep those who aren't. 


Player interaction 


Most important of all, player interaction is 
what people will remember most about a 
memorable game. “Remember the time 
Arcturis went and blew up half the planet 
with that alien ray gun?” Yes, we all 
remember that. Not the fact that the rest 
of the world was sent into an ice age, nor 
the fact that millions of people were killed 
— no, people remember what happened to 
Arcturis when the gun tossed him twenty 
feet into a bulkhead and he had amnesia 
for a bit. 


If your players don’t interact a great 
deal, draw them into situations in which 
group participation is required. Kidnap- 
pings of player characters may occur, or 
their starship may be forced down in a 
storm on an alien planet. Though players 
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cooperate with each other to some extent, 
it often helps to give players a little nudge 
towards the goal of group interaction. 

In a scenario, you could have an alien 
take interest in a player character who 
generally remains in the background. 
Interactions like these can help bring that 
player into the game action. Sickness or 
injury can build bonds between charac- 
ters. Promote romantic feelings between 
characters; after all, it is realistic to say 
that people who are involved in long peri- 
ods of space travel may get a little lonely. 
Encourage the development of characters 
that involve themselves in hobbies or 
collections. This not only promotes player 
interaction, but also builds realistic charac- 
ters. Occasionally slip a player a note and 
explain that his or her character is feeling 
crabby today or perhaps a bit depressed. 
We all feel this way one time or another; 
shouldn’t a player character experience 
this? A player whose character has an 
accent or a strange speech pattern can be 
encouraged to speak as the character 
would while role-playing. In short, encour- 
age people to delve into their characters 
and play these people as they see fit. It will 
only benefit your campaign in the end. 


End notes 


Gather and use as much reference mate- 
rial for making snap decisions and to 


satisfy information requests. Before a 
game, prepare lists of names and places 
that the characters may ask for. Good 
sources are phone books, or any kind of 
yearbook or manual with lists of employee 
names or places. In your public library, 
you can find reference materials such as 
co-op source directories, corporation 
listings, and industrial directories that will 
give you bundles of information on com- 
panies that, with a little twist, can easily 
be turned into intergalactic corporations. 
A complete atlas can give you thousands of 
little foreign towns that sound relatively 
alien to you or I. Create a notebook of 
non-player characters that you can use 
quickly when the need arises. One after- 
noon at the library and a roll of dimes for 
copies can satisfy your reference needs 
for many good games. 

Novice SF gamers who follow these 
suggestions can improve their campaigns 
and make them more realistic and inter- 
esting. It is best to slowly work a few ideas 
at a time into your existing games, so as 
not to shock unsuspecting players. But, 
sooner or later, your campaign should 
shape up and run like the fantasy cam- 
paign that you have been running for the 
last few years. Science fiction is not so 
different from fantasy: both deal with 
possibilities and alternatives to our 
present-day life, and with a bit of effort 
the two games run with equal ease. 
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With the revised official D&D” Player 
Character Record Sheet package. 
Individual sheets for all official 
character classes give you ample 
room fo list all stats, spells, and 
equipment... all the way through 
the Master level! 
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HAVOC II, May 3-4 

This convention sponsored by Battle 
Group Boston will be staged at South Middle 
School in Waltham, Mass. The weekend ac- 
tivities will feature 15mm WRG Ancients, 
Napoleonics (Empire Three), Napoleonic 
sail (Heart of Oak), and Avalon Hill’s 
WWII and Modern microarmor. In addi- 
tion to these minaitures events, Circus Max- 
imus will be played, using chariot models. 
For more information, contact: Al Gar- 
nache, 142 Clark Street, Waltham MA 
02154. 


LITTLE WARS, May 9-11 

This convention will be held at the Triton 
College Student Building in River Grove, 
Ill. This convention will focus on miniatures 
events only. Over one hundred historical, 
fantastical, and science-fictional miniature 
battles will be offered. Registration fees are 
$6. For more information about this 
miniatures convention, send a self- 
addressed, stamped envelope to: Todd 
Fisher, 6010 N. Maramora Ave., Chicago 
IL 60646. 


TECHNICON III, May 16-18 

This convention will be staged at the 
Blacksburg Econo-Travel in Blacksburg, 
Va. Featured at the convention will be a 
gaming tournament, video rooms, an art 
show, computer games, a masquerade, and 
a Star Wreck play. For more details, con- 
tact: Technicon III, P.O. Box 256, 
Blacksburg VA 24060. 


TRI-STATE CON ‘86, May 16-18 

This convention will be held at the main 
campus of Southern Ohio College in Cincin- 
nati, Ohio. Featured activities include an 
auction, tournaments, and a game-design 
seminar by professional designer Tom 
Moldvay. Registration fees are $10 in ad- 
vance, and $12 at the door. Contact: Tri- 
State ‘86, P.O. Box 1754, Cincinnati OH 
45201, or telephone (513)931-6028. 


CONJURATION IIT, May 23-25 

This gaming convention will be staged at 
the Hilton Hotel in Tulsa, Okla. Gaming 
tournaments, open gaming, a video room, 
and a masquerade are among the scheduled 
events. For more details, send a self- 
addressed, stamped envelope to: Conjura- 
tion, P.O. Box 690064, Tulsa OK 74169. 


AMIGOCON, May 24-26 

This convention will be held at the Mid 
City Holiday Inn in El Paso, Texas. Guests 
of honor are Patricia McKillips and Robert 
Vardeman. Advance registration fees are 
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$10; registration fees at the door are $15. For 
more information about this event, contact: 
Tom Cagle, 3400 Polk, El Paso TX 79930. 


M.ILG.S. VII, May 25 

The Military Interests and Gamers Socie- 
ty cordially invites all gamers to the society’s 
seventh annual convention. This convention 
will be staged at the Kitchener-Waterloo 
Regional Police Association Recreation 
Centre in Cambridge, Ontario. This one- 
day event will begin at 10 A.M. and end at 6 
P.M. Free tutorials, seminars, painting con- 
tests, borad games, and adventure role- 
playing tournaments will be among the 
featured events. Registration fees are $2. For 
more information, contact: Les Scanlan, 
President M.I.G.S., 473 Upper Wentworth 
Street, Hamilton, Ontario, Canada L9A 
4T6. 


DALLAS CON ‘86, June 6-8 

This gaming convention will be held at the 
Ramada Hotel in Dallas, Texas. Events will 
include AD&D® tournaments, Cars Wars, 
Champions, Star Fleet Battles, and 
miniature games. For details, send a self- 
addressed, stamped envelope to: Dallas Con 
‘86, 3304 Crater Lane, Plano TX 75023. 


GLATHRICON GAMEFEST ‘86, June 6-8 

This convention will be staged at the 
Ramada Inn in Evansville, Ind. Guests of 
honor will be Bob Blake, Penny Petticord, 
and Frank Mentzer. Scheduled activities in- 
clude RPGA™ tournaments, a variety of 
role-playing games, a painitng contest, and a 
masquerade. Registration fees are $9 until 
May 15, and $12 thereafter. Preregistration 
fees for tournaments are $2. For more 
details, contact: River City Science Fiction 
Association, P.O. Box 3894, Evansville IN 
47737. 


METROPOLICON, June 7 

This gaming convention will be staged at 
the Auraria campus of Metropolitan State 
College. Featured activities will include 
role-playing game tournaments, computer 
gaming, and videos. Preregistration fees are 
$6, and registration fees are $10. For more 
details, contact: Auraria Gamers’ Club, 
Metropolitan State College, 1006 11th 
Street, Denver CO 80204. 


WARGAMERS WEEKEND, June 7-8 
This wargaming convention will be held at 
the Disabled American Veterans Hall in 
Newburyport, Mass. Offering the finest in 
historical games, this event will also includfe 
many role-playing and board games. For in- 
quiries on registration or on running game 


events, send a self-addressed, stamped 
envelope to: Newburyport Wargamers 
Association, P.O. Box 148, Newburyport 
MA 09150. 


ADVENTURE GAME FEST 86, 
June 13-15 

This convention will be held at the 
Dolphin Beach Resort in St. Petersburg, 
Fla. Registration fees are $15. For more in- 
formation, contact: Adventure Game Fest, 
c/o Skirmishes, Inc., 2550 34th Ave. N., St. 
Petersburg FL 33713 


SEAGA ‘86, June 20-22 

This gaming convention will be staged at 
the Airport Sheraton Hotel in Atlanta, Ga. 
Tournaments will be offered for a variety of 
fantasy and science-fiction role-playing 
games. Registration fees are $12 until June 
19, and $15 at the door. Send your mail-in 
orders to: SEAGA ‘86, P.O. Box 16564, 
Atlanta GA 30321. 


Convention Calendar Policies 


In order to ensure that all convention 
listings contain accurate and timely informa- 
tion, all material should be either typed 
double-spaced or printed legibly on 81/2” by 
11” paper. The contents of each listing must 
not exceed 70 words in length. 

The information given in the listing must 
be prepared in the following format: 

1) title and date (not to exceed 2 lines of 
printed matter), 

2) site and location, 

3) guests of honor (if applicable), 

4) special events offered, 

5) registration fees or attendance re- 
quirements, 

6) address (telephone number optional) 
where additional information can be 
obtained. 


Sample listing: 


EVERYCON, July 1-3 

This gaming event will take place in 
Nowhere, Ind. Fred Smith and Jane Doe are 
guests of honor. Role-playing games and 
miniatures events will be featured. Registra- 
tion is free. For details, contact: EveryCon, 
P.O. Box 000, Nowhere IN 46000. 


Convention flyers, brochures, newsletters, 
and other mass-mailed announcements will 
not be considered for this column and will be 
discarded. We reserve the right to edit 
listings, but we are not responsible for up- 
dating them. 

All listings must be accompanied by a 
cover letter which includes both an address 
and a telephone. number. We are not, 
though, responsible for incorrect information 
provided to this office. If a cover letter is not 
provided, the listing will not be printed. No 
call-in listings will be accepted. 

Foreign and domestic listings are 
welcome. 

Convention listings should be mailed by 
the copy deadline date to Patrick Lucien 
Price, Convention Listings Coordinator, c/o 
DRAGON® Magazine, P.O. Box 110, Lake 
Geneva WI 53147. 

Copy deadline dates are the last Monday 
of each month, two months prior to the on- 
sale date of an issue. For example: The copy 
deadline for the July 1986 issue is the last 
Monday of May 1986. 

For any questions related to the Conven- 
tion Calendar, please contact Mr. Price at 
(414) 248-3625, ext. 376. 


RIVER CITY CON, June 28-29 

This convention will take place on the 
Consumnes River College campus. Events 
featured will be a Car Wars and an AD&D® 
tournaments. There will be many other 
role-playing games and board games 
available. Other activities will include an 
auction and local vendors’ area. Registra- 
tion fees are $5 per day of attendance; these 
fees can be mailed in until June 16. For more 
details, contact: River City Con, 3950 Mack 
Road #65, Sacramento CA 95823. 


COLONIAL CITY GAMEFEST ‘86, 
July 12-13 

This convention will be staged at the 
Memorial Building in Mt. Vernon, Ohio. 
All types of games, miniatures events, and a 
model painting content will be offered. For 
more details, contact: The Mt. Vernon 
Gamers’ Association, 205 W. Gambier St., 
Mt. Vernon OH 43050. 


SPOKON ‘86, July 18-20 

This science-fiction and fantasy conven- 
tion will be held at the Ridpath Hotel in 
Spokane, Wash. For more information 
about this convention, send a self-addressed, 
stamped envelope to: S.A.LF., P.O. Box 
9582, Spokane WA 99205. 


SSC JERSEY DEVILCON, July 18-20 

To be held at Stockton State College in 
Pomona, N. J., this convention will feature a 
costume contest and a trivia contest. 
Preregistration fees are $10, and registration 
fees are $13. Send a self-addressed, stamped 
envelope to: Don Glidewell, Office of Cam- 
pus Activities G-202, Stockton State Col- 
lege, Pomona NJ 08240. 


DOVERCON II, July 19-20 

This convention will be staged at the 
Dover Municipal Building Auditorium in 
Dover, N.H. Featured events will include 
D&D® and AD&D® tournaments and 
Diplomacy events. Artwork and miniatures 
will be judged, and winners will be awarded. 
Dealer inquiries welcome. Registration fees 
are $5 for single-day attendance, and $8 for 
the weekend. Formore details about this con- 
vention, contact: DoverCon II, P.O. Box 
622, Dover NH 03820. 


WINDSOR GAMEFEST IV, July 19-20 

This convention will be held in Am- 
bassador Hall at the University of Windsor 
in Windsor, Ontario. Featured events in- 
clude role-playing, miniatures and board 
games, free movies, and a dealers’ area. 
Preregistration fees are $10 In Canadian 
funds; registration fees are $12 in Canadian 
funds for a weekend pass, and $7 in Cana- 
dian funds for a daily pass. For more infor- 
mation about this event, contact: WRPA 
Head Office, 584 Brighton Road, Windsor, 
Ontario, Canada N8N 2L6. 


ATLANTA FANTASY FAIR XII, 
July 25-27 

This comics/gaming/science-fiction con- 
vention will be held at the Omni Hotel and 


Georgia World Congress Center in Atlanta, 
Ga. Guests of honor include Ralph Bakshi, 
Boris Vallejo, Greg Hildebrandt, Stan Lee, 
Diane Duane, and Steve Jackson. 14 gaming 
tournaments will be offered. Other activities 
include a costume contest, films, an art 
show, and panel discussions. Registration 
fees are $25 until June 30, and $29 
thereafter. For more details, send a self- 
addressed, stamped envelope to: A. F. F., 
P.O. Box 566, Marietta GA 30061, or 
telephone (404)662-6850. 


KAL-KON ‘86, Aug. 2-3 

To be staged at Eason Hall in Westfield, 
N.Y., this convention will offer tournaments 
for the AD&D®, Traveleer, Star Fleet Bat- 
tles, Car Wars, TOP SECRET™, and 
GAMMA WORLD® gaming systems. 
Dealers’ tables will be available, and dealers 
are encouraged to attend. For more informa- 
tion about this convention, send a self- 
addressed, stamped envelope to: Gamer's 
Connection, P.O. Box 822, Jamestown NY 
14702-0822 


MADNESS ‘86, Aug. 9-10 

This comic book, gaming, and science- 
fiction convention will be held at Mid- 
dletown High School in Middletown, N.Y. 
Preregistration fees are $8, and registration 
fees are $10 at the door. For more details, 
send a self-addressed, stamped envelope to: 
Madness ‘86, 9 Sheffield Drive, Middletown 
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GEN CON® 19 GAME CONVENTION, 
Aug. 14-17 

This annual gaming convention, spon- 
sored by TSR, Inc., will be staged at the 
MECCA Auditorium and Convention Hall 
in Milwaukee, Wis. For further information 
or for preregistration materials, contact: 
Marti Hayes, c/o GENCON® 19 Game 
Convention, P.O. Box 756, Lake Geneva 
WI 53147-0756, or telephone (414)248- 
3625. 


AUTUMN CAMPAIGNS ‘86, Sep. 6-7 

Sponsored by the Lexington Historical 
Gamers Society and The Rusty Sacbbard 
hobby shop, this convention will take place 
at the Lexington Hilton Hotel in Lexington, 
Ky. Events will include historical 
miniatures, board games, and fanatsy and 
science-fiction role-playing games. For more 
details, send a self-addressed, stamped 
envelope to: Lexington Historical Gamers, 
c/o The Rusty Scabbard, 513 E. Maxwell 
Street, Lexington KY 40502. 


EARTHCON VI, Sep. 19-21 

This science-fiction convention will be 
held at the Holiday Inn at Rockside Road 
and I-77 in Cleveland, Ohio. Guests of 
honor will include Gordon R. Dickson and 
C. J. Cherryh. Videos, a masquerade, an art 
show, and an auction will also be offfered. 
For details about this event, contact: Ear- 
thcon, P.O. Box 5641, Cleveland OH 
44101. 


sale! 


Are you seeking new ideas for your role-playing campaign? Do you enjoy 
reading the best in science-fiction and fantasy literature? If so, then turn to 
Amazing® Stories, the first in the field since 1926. 


The July 1986 issue of Amazing Stories includes: 
Scientists on Mars unravel the mystery around an ancient alien artifact, 
Pirate brothers work together to escape the destruction of their 


home city, 


A financial manager finds himself in an intergalactic 


war — in hisown back yard, 


Dr. Eszterhazy encounters magic and political 
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intrigue in an alternate Eastern Europe, 
A computer specialist learns to talk to cities; and, 
A distraught scientist discovers an unusual way 


to cure cancer. 


For a copy of the July 1986 issue, just send $2.50 to: 
Amazing Stories, P.O. Box 110, 
Lake Geneva WI 53147. 


Amazing is a registered trademark owned by TSR, Inc. 
» ©1986 TSR, Inc. All Rights Reserved. 
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FANTASY 
NEWSFLASH 


There are 39 GREAT new molds 
with 100 fantastic characters 


New Orc Catapult aie craw: 
Knights, Skeletons, Females, 
Mounted Knights and Warriors, 
Orcs, Dwarves plus more and 
more coming. 


Write for free update with special 
offers. 


THE DUNKEN COMPANY 
P.O. Box 786D 
Calvert, TX 77837 
Ph. (409) 364-2020 


SPECIAL OFFER 


Three mold Catapult Set and Orc 
Crew (Reg. $29.95) Only $19.95 
(post paid). Hurry. Casting your 
own figures is as much fun as 
playing the game. 
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Electronic 03, 
04,06.08,010, 


D12,020.0% 
Dice Wand 


Comes in Charcoal, 
Bone or Blood 
colors 


$24.95 3S 


IUMOPERGERRERC ERD oESe 


To order call: 


1-800-228-528) 


In Illinois: 


312-257-9010 


DELIVERY 


Or mail check or 
money order to: 


DBE Inc. 
25 Sunhill Ln. 
Lemont, lll. 60439 


YOUR GAMING SUPPLIES 


TSR - Avaion Hill - GDW 
Ral Partha - Koplow - And More 
For FREE Catalog or Order, 
CALL 303/741-2727 OR WRITE . 
Mountain Mage 
-. 7871 S, Monaco Ct. 
Englewood, CO 80112 


VISA MASTERCARD 


DREAM WIZARDS 


THE SHOP OF THE FANTASTIC—Since 1978 


Send $2 for complete Catalog of all fantasy, 
science-fiction, military and computer games, 
miniatures, tarot, gaming aids, magazines 
and more! Gift miniature with each catalog. 


Dept.H 
P.O. Box 2246, Rockville, MD 20852 
Phone Orders: (301) 881-3530 


When in the Washington D.C. area visit our 
incredible shop—Congressional Plaza South, 
Rockville, MD. (across from Twinbrook Metro stop) 


SPIRAL ARM 


Spiral Arm is our latest play-by-mail game of 
strategic galactic conquest. Designed by The 
Australian Wizard, Spiral Arm features a map 
of over 650 stars, up to 50 players per game, 
economic production, 7 ship classes, 8 racial 
types, 4 modes of space movement, space 
and planetary combat, colonization, and 
technological development... You can name 
your Empire and new stars. The customized 
F turnsheet is in a convenient ‘‘fill-in-the-blank 

format” for easy use in submitting orders. 

Costs: Rules $2.50 

Turn fees: $4.50 per turn 

Game Entry: $175.00 

(Set-up and 3 turns) 


FEUDAL LORDS 


Feudal Lords is our original, and most 
popular, play-by-mail game of medieval 
power politics. Fifteen players struggle to 
become King of England after the death of 
. King Arthur by means of medieval economic 
development, military conquest, and 


diplomatic intrigue. Feudal Lords features* 
agriculture, trade, knights, mercenaries, 
ships, bribes, spies, and much more. 


Costs: Rules $2.50 
Turn fees: $3.00 per turn 
Game Entry: $10.00 
(Rules, set-up, and 3 turns) 
For further information on our games, 


write (0: GRAAF SIMULATIONS 
27530 Harper 

St. Clair Shores, Ml 

48081-1924 


1310 College Ave, Suite 1151, Boulder, Colorado 80302. (aaa $1 shipping) 
DRAGON TREE SPELL BOOK $7.50 (224 spells, 4 magick systems) 
HANDBOOK OF TRAPS & TRICKS $9.95 thos rorkiller traps). 
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IMAGINATIVE 
MAIL ORDER 


* GREAT PRICES x 


RAL PARTHA |. JAMES BOND 
GRENADIER CAR WARS 
TSR MORE! 
FAST SERVICE! 
Send $1 for Catalog 

(Refundable with first order!) 

Box 100 
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Saskatchewan’s FRP Game Centre 
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(From page 6) 

Monster Manual slip out of your grasp for just a 
moment, just love to point out that “That’s not 
in the book!” When you attempt to explain why 
you changed it, they simply misunderstand your 
motive again. Very few players will work with 
you, because they don’t like it and don’t under- 
stand it! 

Mr. Armstrong has several small pieces of good 
advice which may work with some players. In 
addition to this, I have found some ways of 
handling player problems as well, but I’m sure 
that somebody out there could help me, and I 
would appreciate any advice. I have basically 
found two ways to handle most awkward situa- 
tions and rule changes. The first handles most of 
the problems: Never let your players see the 
books! Ever! If they don’t know the rules in the 
first place, then they won’t even know if you 
changed them. If they want to know about a spell 
or the abilities of a character class, you explain it 
as you see fit. Secondly, if they’ve never seen the 
tules, they can’t pull the “not in the books” 
routine. 

If the players have seen enough to know when 
you change the rules, then the best way to handle 
the situation is to explain the change to the best of 
your ability. If they don’t understand then, just 
tell them that you’re not trying to make life rough 
for them, but, believe it or not, attempting to 
improve the game. If they still don’t like it, and 
complain or get downright ornery, tell them very 
quickly just who the heck the boss is, and if they 
don’t like it, then they can lump it! If you can, 
make a threat, but don’t make it too harsh, and 
make sure you can afford to carry it through. If 
you have only one player, then you obviously 
can’t threaten to kick him out of the game! I hope 
I have helped some beginning DM out there. 
Good luck! 

Paul D. Ingraham 
Prince George, B.C. 


I would like to make some comments about 
your reply to Mr. Upitis concerning guns in 
AD&D gaming (“Beware of Guns,” DRAGON 
issue #107). 

First, it seems to me that by labeling guns as 
“instant-kill” weapons, you have implied that 
non-firearms are somehow not “instant-kill” 
weapons. I found this misleading in the sense that 
guns really aren’t any more of an “instant-kill” 
weapon than most human-powered weapons. I 


seriously doubt there is any real difference be- 
tween sticking a .357 revolver or a heavy cross- 
bow in someone’s ear and pulling the trigger. I 
think the real question here is not whether or not 
a particular weapon is “instant-kill” or not, but 
rather how to deal with any “instant-kill” situa- 
tion. 

I would define an “instant-kill” situation as 
one where a normal human (or any creature) is 
incapable of preventing a lethal wound due to 
circumstances. (We’ll ignore the question of being 
resistant to things that would normally kill, such 
as creatures that can only be hit by magic, etc.). 
These situations can range from cutting the 
throat of a bound man to having a 10-ton weight 
fall right on top of someone. 

Now I don’t want to argue the “realism” 
aspect of the AD&D combat system, and I don’t 
want to argue the properness of having guns in 
an AD&D universe, but I do think the question 
of “instant-kill” situations should be addressed in 
an unbiased manner. Guns, on the surface, seem 
to be qualitatively different than hand-powered 
weapons. But this does not mean that they can’t 
be simulated under the AD&D system, just as 
long as it is realized that guns are inherently 
more lethal. Because of this increased lethality, it 
is much easier to put someone in an “instant- 
kill” situation with a gun. I don’t find firearms 
particularly destabilizing (as long as everybody 
has the same chance of getting them) so much as 
I find them out of character for fantasy worlds. 

As to the suggestions offered by the editor on 
how to control guns (misfires if put in one’s ear, 
etc.), all of these seem to avoid the real question 
— do you allow guns into your campaign? If you 
do, then play guns as more lethal than other 
weapon types, otherwise don’t allow guns into 
your game. I object to artificial limitations when 
they are applied to correct something that would 
be best left out of a campaign altogether. 

As to handling “instant-kill” situations, this 
must be handled with care by the DM. It is the 
unequal application of rules between NPC and 
PC that leads to problems of play balance. Player 
characters should always be aware that things 
that they do may be done to them. If player 
characters cut the throats of helpless people, or 
drop 10-ton boulders on people, player characters 
should be reminded by the DM that they could 
find themselves in the same situations and 
shouldn’t complain if they die because of it. 
Remember, in “instant-kill” situations the real 
ability to survive is not really in how many hit 
points an individual has, but in not getting into 
the situation in the first place. 


Fritz Freiheit 
Torrance, Calif. 
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